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wizards temple to rescue 
the fair maiden, beware 
the weapon weilding 
hench men, defeat the 
deadly guardian of the 
five floors. 
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News 4 

The latest gaming news plus a preview of Ocean’s 

Hi-Score 16 

Superzappers logon here. 

Between the Covers 83 

New editions for the Gamer library. 

Coin-up Connection 86 

The latest news from the arcades. 

The Trolls Tavern 89 

This month’s Tavern features an article on 
codebraking and your letters. 

Adventure Reviews 38 

The latest adventures reviewed. 

Dungeon Dressing 41 

More help from our dungeon decorator. 

Adventure Helplines 48 

A bumper helping of hints featuring the Fourth 
Protocol. 

Reviews 68 

See what your buying In our screenshot reviews 
of the latest games. 

Competition Results 96 

We announce 93 Gamer prizewinners. 





Arena 10 

Can you survive the ultimate Battle Zone? 



SR2 18 

The ultimate computer simulation? We take It for 
a test drive. 

Zoids 80 

The war between the Red and Blue Zoids reaches 
Its dramatic conclusion. 

The Necromancers Tower 89 

Fantasy features in this month’s Heroic Warrior 
adventure. 

Master of Magic 38 

A superb joystick adventure for only £2.99! 

Rock ’N Wrestle 84 

The sequel to Way of the Exploding Fist. We think 
It’s even better! 

Alternate Reality 88 

Experience this magical roleplaying game. 



PROGRAMS 


Everyones a Gem /Spectrum 


78 


Harry the Helpful Hippo /BBC 


80 


UF0/C64 


88 


Dungeon Quest /BBC / Electron 


88 


Hunchy / Spectrum 


93 




Readers Club 18 

The clubs getting even bigger and better! 



Win a Robot! 18 

You could win a robot in our easy to enter 
competition. 

Adventure Special Offer 461 

Save £5 on a text adventure. 
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Eecaan’s 

Transmission 



ired game 

survival. 

Zoids will challenge both 
your arcade and 

5 1* you - — 



d ‘ST'up entHis 
nost anything to provide 
le k g?metn^poSy n an 
*% 



your ship or t ^ t a J n 
new — ... /game ing two similar 

SSfJPSffSSSSS 

to* solve but also a surprise 
inside. They rr=” an ex 



Ghosts & 

Goblins. 

Ghosts and Goblins are set 
to haunt Spectrum. C64 
and Amstrad Computers as 
Elite attempt to follow up 
their success of Comman- 
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Lucasfilm’s next 
games 






"Koronis Bift.' 



This time 

will be to 
nemy gun 

that gave 

ft trouble In the 
otner games. 

I Mists of Xenon should 
be available In the summer 
and will be followed by 
Labyrinthe' which Is to be a 
the Eidolon. 



The gun emplacements 




Ski Champ 



a keyboard overlay shaped 
like a pair of skis to control 

“WS 

pioneered In Surf Champ, 
which Is reviewed 
elsewhere In this transmis- 
sion, the player can control 
bis skier down several 

downhill run, slamom and 
must avoid hazards suoh as 

i 

Your performance down 
the oourses will depend on 
everything from your 
knowledge of skiing to the 
equipment and clothes you 
selected from the ski-shop. 

Ski Champ will be 
available tor the Spectrum 





V 




Micro Magic 

Soon you will be able to 
teach your computer some 
new tricks with the help of 
the Micro Wizard, David 
Hambly. 

David Is a professional 
majpoian who has been 



febble’Mi: 



Mill a 






could be y< 



Thames Telethon. 

He has pioneered a new 
branch of magic using com- 
puters as his assistants and 
now through the “Magic 
some of his secrets 

"Magic Box” will be 
a book/tape package pro- 
viding explanations and 
the software necessary to 
perform tricks as diverse as 
card tricks, book tricks, 
mathematical muddlers 
ancKelepathic and ESP ex- 

David’s next trick will be 
to find a software house to 
publish the "Magic Box" 
and we’ll reveal all as soon 
as this happens. 

Off the Hook 

Off the Hook is the charity 
compilation tape followup 
to Softaid which raised over 
£350,000 for famine relief 
in Africa. 

This time the charity 
deserving your support is 
the Princes Trust for Drug 
Abuse Rehabilitation. 

The Off the Hook tape 
will cost only £6.99 and 
will contain programs from 
top software houses In- 
cluding Activision, Beyond, 
Firebird, Gremlin 
Graphics, OS Gold, 
Ultimate, Melbourne House 
and Ocean. The actual 
games are still to be finalis- 
ed but it is obvious that the 
tape will be excellent value 
for money and about £4 of 
the cost will help a charity. 

The project Is being plan- 
ned by Rod Cousens, the 
man behind Softaid, who 
hopes to have a Spectrum, 
C64, BBC and Amstrad tape 
out by the end of March, 
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Super Bowl XX 



The official NFL endors- 
ed American FdotbaU com- 
puter game is to be released 
soon by Ocean, 

The game will allow 
either one or two gridiron 
groupies to do battle on a 
split screen display used to 
illustrate half of the foot- 
ball field, on the left hand 
side and game statistics 
and two TV monitors on the 



, J graphics t_ 

game since the players are 
only represented as marks 
on the field display. 

One monitor follows the 
offense as the ball is snap- 
ped to the quarterback and 
receiver or handed to a run- 
ning back for a gain or loss 
of yards and perhaps even a 
touchdown. 

: The other monitor keys 

on the defences attempts to 
stop the play and generally 
make life as difficult as 
—sible for the quarter- 
k. However some impor- 
have to 
s play e, 

_ — on offense 

(probably Chicago if the ac- 
tual Supebowl is anything 
to go by) initially selects 
ather a long pass, short 
pass, run or special play 
which includes odd things 
like field goals and punts. 

Selecting one of these op- 
•*— is leads to other menus 
— t define the ' 
l For example < 



Gargoyle go on 
the D&D Trail 



and atmosphere of 
roleplaying game on t 
forthcoming gan 
Heavy on the Magick, is 
marked change from thi 
’ 'tylB that ; - 



control yc 



have opted for 
r keywords to 
ol your character. For 
example “m" for move and 
"o” to open. Sensibly the 
program will assume you 
want to open the nearest 
door which allows you to 
blems la 

Most , 

will face will 
hairy or slimy fc 
can be fought wi 



1 yourself invisible, 

leviate objects and even 
animate objects. 

Heavy on the Magick is 
planned for release at the 
end of March 






>■ 
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Alligata Bites 
Back! 



available on their 'Rino' 
label. It is a 94 soreen, loon 
drive, graphics adventure. 

Set on a desert isle, the 
game sets you as a 
murderous pirate that has 
to free the peoples of the 
island from the equally - 
murderous tyrant that is 
currently ruling over them. 

Eliminate him and you. 
gain your own freedom. 
Also included in the 
package is a screen 
designer that will allow you 
an almost infinite variation 

The second game — 
"Meltdown” is for the 
Amstrad CPC 6128 disk on- 
ly. Though a out down ver- 
sion will appear on tape for 
the lesser Amstrads, The 
game has full 3D high res 
graphios and speech. 

The idea behind the 



The Winners get 
their Awards 



o terminals, 



looking like it's going to 
blow. The game boasts a 64 
location 8x8 maze, 18 tasks 
of skill speed and en- 
durance. With a major 
game between each level. 

The game takes up the 
entire side of a 170K 
Amstrad disk, 

code breaking, hi 

e a few or the activities 
lived in getting from 
level to level. While The 
President's Brain, Elec- 
trooircult, or Hackspeak 
are games within games. 

The 64K version will 
have no speech and only 
one of the games. 

Meltdown will be 
available towards the endof 
March at £8.95 for the tape 
and £14.96 for the disk. 
Ark Pandora will cost £9.95 
and will be available on 
tape or disk, and should be 




BfcKJl 




“THE ADVENTURES OF BOND . . 

BASILDON BOND" 
Starring 
RUSS ABBOT 
Featuring 

COOPERMAN, BLUNDERWOMAN, BOND 
Under strict and confidential orders from P, who 
has been re-named B, to confuse the KGB, Bond 
has been assigned to rescue Russ who is being held 
captive by a rival comedy act, in the dungeons of 
the television studio. 

Traps, puzzles, jokes, fight sequences and 
famous characters are combined to produce a 
funny and slightly hilarious arcade adventure. 
Featuring Russ Abbots New Singli 
"LETS GO TO THE DISCO" 



new 



Soon available for the Spectrum & Amstrad 



55 MITCHAM ROAD, LONDON SW1 7. Tel: 01-672 9179 
Selected titles available from ___ 

W.H. Smith Laskys and all good software retailers 



Bond... 
Basildon Bond 



The most amazing arcade adventure to be 
released for the Amstrad is NOW available 
for the Spectrum. 



Amstrad Action Review - A.A. Rave 

Graphics 94% Sonics 75% Grab Factor 85% 
Staying Power 89% AA Rating 87% 
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. d thought 
'gosh, so that’s where they 
got the name from) — but 
back to the plot. 

Lothlorlen have been 
quiet recently, their last 
namfi ™ RnmS s'the 

... oadly 

j Battlezone 

type of scenario, 3D tanks 
-no, but with a whole lot 

Let me set the scene. It is 



__i earthbound 

conflict worried most peo- 

nuclear overkill situation 
today) so the Arena 1 



were riot allowed into the 

abolished, and' a system of 
resolving desputes in the 
arena was developed. Op- 
posing sides would battle it 



see the status of all your 
tanks, some of the enemy 
tanks, and give out the ap- 
propriate orders, and work 
out the ways to eliminate 
the bad guys. 

The game is Icon driven, 
with aU available options 
being represented by little 
pictures, and a joystick 
driven cross can be used to 
choose which will be the 
lucky instruction to be 



There are no rules in the 
Arena - or are there? Mike 
Roberts puts the ultimate 
battle zone under the 
tactical microscope. 
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Hash and you must check 
all your tanks In turn 
(selecting a tank loon 



buildli 



en). If an enemy tank is 
ne of sight with one of 



Hidings in the way) then 
he will appear on the screen 
as well as yours. Alter- 

about y him when the 
message ‘Tank number 4 
under attack', but by that 
stage it is usually a bit late 
as your solitary armoured 
car is obliterated by five 
enemy tank destroyers! 

If you do spot an enemy 
fairly close, then plot a 
path to him with one of the 
route Icons — wait until 
you get real close (perhaps 
dropping a few mines for 
good measure) — then 
select battle mode. Battle 
mode gives you 3D wire 
graphic picture of the 
surounding area of your 
tank, including all trees 
buildngs (good for 
— • The direc- 



hlding behind). 

so that you 

found your t 
to battle. 



get itiB * 



prised if t 

royer » 
wipe out. whilst 10 dir 



can be controlled at any one 
time. So occasionally you 
oan find a non-moving 
tank, which will be a sitting 
duck. Mind you, whilst you 
are eliminating it and using 
up all your precious ammo, 
the real (moving) baddy 
will be oomng up your tail. 

There are a number of 
different arenas, with dif- 
fering roads, rivers, and 
ammo dumps, and four dif- 
ferent types of tank — 
though you can't have a 
mixed group of tanks. These 
range from the prevlouslt 
mentioned heavy tank, to 
‘*-e light and hover tr-’- 



which n 



well, l 



stealth tank. 

To sum up, this is one of 
the best tactical (rather 
than the over used phrase 
'strategy'^ game that I have 

when it gets brought out on 

-machines — thi 
be incredible! 



e advanced 
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Whilst at the BACTA ATEI 
show (the one featured in 
Coin-Op this month, 
elsewhere in the issue) I 
was confronted by a larger- 
than-life American with a 
transit van — well, it look- 



technology developed by 
Redifuslon. SR 2 is similar 
in concept to the type of 
simulator that airlines and 
airforces have been using 
for years. The minibus size 
cabin seats 12 people who 
look forward at an or- 



Sill 

That was only a taster, 
but it wasn't half good. 
Other cartridges available, 
but unfortunately not 
sampled by i— ‘ — 



dinar^r fl 






re seatbelts, so tt 

The whole arrangeme 
is mounted on a set 
hydraulic rams (are you 
beginning to get the idea 
yet?), which in turn is con- 
nected to a small computer. 

Doron Precision Systems 
Inc (with a name like that, 
it comes from America of 
course) make a set of films 
and cartridges whioh they 

programmed adventures’ 
(not only are they 
American, but they come 
from New York!). 

So, that's the theory — a 
computer throws the oc- 
cupants around in sgn- 



K t to use on. We rode with 
) demo tape. This is a five 
minute long sequence of 



car chases through A 
and Paris. Barnstormer, 
which is a ride in an 
acrobatic biplane. Carrier 
Fighter, puts you in a Jet 
fighter — take of. traverse 
hostile territory, and land 



space. Thunder River 
. you on the white water 
>ugh a Texas canyon on 



puts you 

sion of the previously men- 
tioned bobsled run, Moun- 
tain twister is skiing down 
a mountainside, and silent 
depths is a submarine se- 

** Unfortunately most of 
these are not available in 
Britain at the moment, so 
you will probably only find 
the rollercoasters and the 
compilation tape available, 
but you canjilways hojie. 

real experience, The 






thee> 



But, apart from thal 
sampling. The machine can 
go to 18° of tut in any 
direction. 18 ° is quite a lot, 
especially when it is very 



nel. Out of the tunnel £..._ 
you are flying in a banking 
diving aeroplane. 

you ought to P have brought 
a small paper bag! 1 with no 
holds barred as you slide 
all over the place. Also in- 
cluded is racing in a Mazda 
RX 7 and more roller 
coasterlng. 



j. with SOW stereo. 

and a mad computer trying 
to shake you up, it can be 
difficult remembering that 
you are stUl on the ground 
(or at lest within 10ft of it)! 

Thanks to the SmUing 
for their co-operation and 



SB2 — Not a game, not an 
adventure, not even a 
Lithuanian radio station. 
SR2 could be the ultimate 
computer simulator. Mike 
Roberts and Steve Phipps 
examine the beast. 




in 





CBS COLECO VISION OWNERS 
SPECIAL SALE OFFER! 



THE FOLLOWING GAMES 

MOUSETRAP: 



I .. 




ONLY £6.99 EACH (INCL. P&P ) OR 
BUY ANY 4 FOR JUST £25.99 

WHILE STOCKS LAST 



PALAN ELECTRONICS LTD. 

UNIT 10, BRUNSWICK INDUSTRIAL P> 
WATERFALL ROAD 
NEW SOUTHGATE, LONDON Nil 1VL 
8-1276 



□ Gorf 



Donkey Kuig □ looping C 

Smurt Paint & P's y ...... O Lady Bug C 

I enclose cheque/P.O to r made payable tc 

Palan Electronics Ltd. 

YOUR NAME 

YOUR ADDRESS ■ 

YOUR TEL NO co. regpstered no: isoisj. 




readers 



The Computer Qamer 
Readers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it to: 




the following 
articular areas or 



lVe to do is flU 1 
, identify yonr 



Aiiy»° 

(to help 
and sen 



ihllcatic 






SAME • 

address 



' ' POST CODE 

NUMBER 

STRATEGY 

8^A«OHB rT) . 

0I ® “magazines do 1 

. COMBI” 11111 MA 

•--sVazihesdotou 



Gamers’ Club 
Computer Gamer 
1 Golden Square 
London W1R SAB. 
What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 
(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
be very proud of 
himself indeed. 







ahSa 

-• -whats 
THIS-0« 
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H.zohrs poor fats 



;/WOW ILL 
fcive A - 
[devils cocktail 
'0/ PLUSES 
DP IP P ; •■',§ 
ife he'h e! * £ / Jn 



GOT THE MESSAGE tha^ 



|S TRAVEJJ.IMI; ALO«<5/ 
THE MIC AO WAVS A 
AT 60 W PER TEC. /I 



f „-'oV it IN O/FE TROUBLE ■ - 1 

tSercoopzR AVC THIS ‘S sure* 

\t°0K P’ rH ' S a °“ D - 



WHAT WILL OUR 
FAT FRIEND DO f 
CAN HE BE SAVED f 
I DOUBT IT - - • 



Jasper carrot' 

,e-rHIS? II 



|lSirFLASHlKI«I»«» 

L super cooper ! _ 



k vot/R c* K rut 



Lashed 
IsocKS LATEL)j 






, oZTT 

/ ocrvouj 






WHILE OUR TWO SUPER HEROES 
PROM THE B TEAM' CLEAN THEIR 
TEETH AND WORKOUT a PLAN op 
7 CAMPAIGN- 



L°V(S 






ON -NO ! OUR PAT 
FRIEND IS WALKINtj 

STOP f ms - stopA 



HASP ATS BEEN COOKED WITH HIS MUSAGTSI 
IP HOT WILL OUR HEROES FIND HIM... 
WHAT IS THAT EERIE TAP. . RETTIWR HEARER 
AND HEARER, WE WILL SEE - 
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entries should be witnessed 
and forms must be filled in 
correctly. 

In the comments seotion 
you oan include any points 
that you would like to make 




HI-SCORE COMPETITION CHART 



Spectn 



j Send to: Hl-Score, Compub 
' —don Will 3AB 



1 Golden Square. 



■ Pull Nam 
, Address . . 



Comment: 



Ian Harrison 
Andrew tfack 



Gerard Kearney 
D Codrington 
Graig Burbridge 
Jason Kennedy 



Michael Davies 
P Harkins 
Paul O'Malley 
Paul O'Malley 
Gary Hodgkiss 
Noel Reynolds 
Glenn Chegwidden 
Leif Findlay 
Chris Beckett 



Simon FoppleweU 



181480 
111480 
13437778Cr(Elite) 



Witness . 



ership Number 

; applicable, why not?) 
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B'8-60^Md Be 



"10 levels of fun make this torture excellent value 
for money. Nova rating. Definitely one of those 
'just another go' games. Game of the month 
February” - Computer Gamer 
"The most compulsive game I've ever 
played. If you don't buy it you 'll never 
know what you've missed.” says Gary 
Penn. Zzap! 64. Gold Medal Award. 

97% overall. 



£ 9.95 

C64/128 



£ 7.95 

SPECTRUM 48K 



tm- 



MH ROMT! 




You could win a robot that would 
obey your every command in 
puzzling competition. 



you can literally order 
around, It's a robot that 

E ou speak to and can tell it 
) go forward, backward, 
pickup or drop objeots, 
turn left or right, stop and 
flash Its lights and make a 

tastl° U toy 11 by guiding It 
through a maze. We also 
have runnerup prizes of 4 
smaller dingbots and 20 
copies of CRL's excellent 
Tau Ceti game in either 
Speatrum or Amstrad for- 
mat. (Please remember to 
let us know which typp 
you'll need). 

How to Enter 

During a game of Tau Cetl 
(which we featured In our 
January transmission) you 
have to battle your way 
through a planets defenses 
•- - substation. T- 

e to find part 

or rods that . 

spread across the planet. 
We've tried to Imagine the 

K ilems that you would 
actually Inside the 
substation and drawn a 
map of what we imagine it 



bleep, stop, pickup and 
r You can only Issue one 
command at a time and it 
will continue performing 
that action until ordered to 
do something else. 

in 
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DAMAGE SUSTAINED 70 FEfiCENI 



Tony Hetherington merges minds 
with a spiderzoid to report from the 
battle front in the war between the 
Red and Blue Zoids. 



magnified area around your zoid in- 
cluding enemy red zoids. Also used 
for fargefting your own missile at- 
tacks and for identifying enemy zoids. 



Enemy missile attack — When enemy 
zoids attaok you must gun down their 
n this 3D screen. Any that 
















The deadly Zold wars were 
reaching their terrible 
climax as mighty fighting 



you! 

Zoids has raged for 
countless years ever sinoe a 
meteor storm wiped out the 
living Zoidaryans leaving 
only androids to control the 
Zoids. 

When the meteor storm 
struck it also isolated a 
battleforce of Zoids kept In 
space by the Zoidaryans 
and the Cruiser carrying 
them crashed on a cold icy 

These ' Zoids 



ble. the red Zoids returned 
to Zoldstar where they 
quickly swept the blue 
zoids out of the ten great 
cities. 

Now the blue Zoids 
united and built Zoidzilla. 
Redhorn. They even found 
a marooned earthling well 
known fo their cunning 
and battle skills (you!) to 
merge with it and victory 
seemed certain until a stray 
enemy missile shot down 
the ship carrying Zoidzilla 
into battle. Zoidzilla was 



You find a small Splderzoid 
and climb into its capsule 
and merge minds. Your 
mission is to find the pieces 
that once were Zoidzilla. If 
you manage this, Zoidzilla 
will be rebuilt and together 
you can seek out and 
destroy Redhorn the Terri- 



Spiderzoid 

You begin the ge 
oommand capsule 
Splderzoid your 



through 



„ ..8 experiences 

your mind and thr — •*' 
Joystick or keybi 




you quickly 
pret the us< 

pears on the screen 
this is the only view ' 
planet you — — 



with a complete plctui 
what’s going on. 

The screen display 




The Enemy Zoids 




ie or display in 
l two of the in 



the area around tr 
a more detailed short range 
map which even shows the 
position of enemy zoids 
that have been detected. 

If you select the move 
Icon a cursor appears on 
long range display 






SSiK 



in whi 



jute leaving you free to ex- 
mine possible targets^or 



■e straying in 



displays 



and constantly 
. signal that 

die Zoids state 

of mind. The signal will 
speed up as the Zoid feels 
more threatened. It's im- 
portant to keep a: 



and retreat 



seleoted from the short 

3 e scanner you must 
3 the warhead through 
mountains and valleys to 
its target by followlng^lts 

Should you make a^lstake 
and either miss the target 
or hit a mountain then the 
missile explodes harmless- 
ly. This again requires 
praotlee as you begin your 
mission With only ten 
Another screen appears 
when an enemy zold laun- 
ches a missile attack 
against you. This appears 
as a 3 dimensional tunnel 
through which the enemies 
missiles approach, 
your gun (which 
have any sights) yo 
shoot them down 
they reach you as a: 



oesn't 
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.... it seems impose 
uie i,u uodtroy a single oity 
dome even though your 
mission Is to destoy enough 
of them In ten cities to find 
all six pieces of Zoidzllla! 



rk only 

might be aTsey location In 



i you’ve practiced : 
- ,J 3 controls and tl 
i whenever you o 



Zoidzllla 

can learn 

.... your mistakes. 
However before you can 
. j — of Zoidzllla you 



destroying a city. 

also its weakness as 
!h the power station 
be destroyed it — 



ty is also : 
although tl 



be attacked. When this hap- 
pens it diverts its powers to 
defend itself and leaves the 
rest of the city vulnerable. 
This diversion of power is 
only temporary so you have 
to act quickly. 



particularly the use c 

dows that appear on the 
screen at a bewildering, 



Zoids is published by 
Martech and costs £7.95 
for all versions. 

PLANET RATINGS 



;he game should 
nlucky enough tc 
"’■* ‘nto Redhorn 



e. This takes about 



Value for money 
STAR RATING 



:e which NOVA 
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New Adventure 
Systems for the 
Spectrum 
S. Robert Peel 
£3.95 



Jane Naylor presents her 
selection of this month’s 
games books. 



and. aotually give quite a 



listing! 
iphed dlrec . 
m printout, so they 






Xt 511118 



and tips In case you should 
get stuck. Then follow 
several parts, complete 

use to expand and develop 
the adventure as you want. 

This book Is well worth 
recommending. It contains 
several adventures (which 
Is rare In a book of this 
sort) and It Is well thought 
out, giving a lot of help to 



and^plenty.of^ 



it should come In 

hours of games writing, it 
Is very good value for 

freaks 31 should definitely 



More Arcade 
Games for your 
Commodore 64 
Brett Hale 
£4.95 

Corgi/ Addison- 
Wesley 

This book is a follow on 
from the author’s previous 
title. Arcade gamesjor your 

a foreword by no less 
famous a person than Tim 
Hartness (who seems to get 
his name everywhere these 
da ^here are ten games 
featured here, which Is not 
very many, considering 
some of the omnibus edi- 
tions that are now around 
for the 64. However there Is 
quite a nloe selection. You 
can choose whether to 
dodge a hall of boulders as 
they hurtle towards your 
space ship in "Speedy 
Boulders" or you can climb 
ladders and Jump over bar- 
rels that a mad lizard Is 
hurling at you as you try to 
your beloved from 



BOOKS 




have been nice to hs 



The Adventurer’s 
Companion 
Mike and Peter 
Gerrard 

£ 3.95 ■- 

Duckworth 






which are always 



> brighten i 



The coding is printed out 
direct from a Commodore 
printer and contains all the 
graphics characters. This 
makes the listings much 
easier to key In than 



other 
odes to Indicate the 



e of the other big 
adventure games, you will 
welcome this book. It Is a 

ever got totally stuck at one 
point in a dastardly scene 
and feels like selling their 
auntie to find a way out. 

The games covered are 
four of the biggest: The 
Hobbit, Colossal Cave 
Adventure. Pirate Adven- 
ture and Adventureland. 

ICO nor oent solutions are 
. Quite a lot of 






y, but it's short, 
simple and might be a good 
book for anyone just star- 
ting out on getting to grips 
with their C64. 



24 




thought has obviously gone 
‘ ito the planning of the 

carefully laid out so that 

to a speoiflo problem 
without anything of the 
rest of the adventure being 
For example, with The 
Hobbit, all the answers are 
joUected together in an 
alphabetical index at the 



Therefore, if ; 



the goblins' 
' e butler ' ' 



llvenking and 
;o straight to tl 
aining the solu 



COMPUTER GAMER MARCH 1986 







TOMAHAWK 

SPECTRUM 

£9.95 (CASS) 




RAID 

AMSTRAD 



£13,95 (DISC) 




ELEKTRA GLIDE 

ATARI 



£8.95 (CASS) 




ROCK'tJ WRESTLE 

COMM 64 



£9.95 (CASS) 




COMM 
PLUS 4/16 







YIE AR KUNG-FU 

MSX 



£14.95 (ROM) 




THE WAY OF THE 
EXPLODING FIST 



BBC-B 



£9.99 (CASS) 



SOFTCELL 



The complete mail order service 



* Order your software by post or phone for 
our FREE Catalogue. 

► Special Introductory Offer £2 off the SLIK 
STIK joystick (while stocks last) when you 
order one of these games. 




Welcome to SOFTCELL the postal service committed to 
offering an ex tensive range of software and peripherals 
for most popular home computers. Just look what 
SOFTCELL can offer you: 



• Free catalogue. 

• Over 1000 games. 

• Special lists for- COMM PLUS 4/16- MSX and 



• Free 24 Hour Hotline Service. 

• First with information on New Releases. 

• New Release Money Saving Vouchers. 

• Free £5 worth of Vouchers with each 
catalogue. 

• Fast service. 



• ALL PRICES INCLUDE VAT, POSTAGE & PACKING 



-~§— 



FREE HOTLINE 
SERVICE 

(0483)506867 title/product 



leque/postal order number 



my Access/VISA Card. 



SURREY GUI IDE. 



:o SOFTCELL. P.O. BOX 135. GUILDFORD. 






>1 



i 




The Amusement Trades Exhibition 
is billed as ‘The greatest amusement 
show on earth’, certainly a lot 
of new games and some new trends 
were launched on to an unsuspecting 
public. Mike Roberts played the games 
and Gordon Hamlett took the pics. 
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“THE GREATEST CCimPLJTER 
EUER LiRlTTEfl” 





WHAT REVIEWERS S A 
tHE SPECTRUM VER( 



ABOUT 



CRASH 



'A superb game . . . 
A all lime classic . . 
A CRASH SMASH 



RITlSTRflD 

[CASSETTE] ER. 1 ] 

RFlSTfiRD DISI 

[EnHAFlCEC EDITOR] EIQ.R 

SPECTRUm 46 

[CASSETTE] ERfl 



. . If you only buy one game 
year, then get TAU CETI." 
GAME OF THE MONTH 



COMPUTER GAMER 

"TAU CETI is a must for 
.all spectrum owners.'" 

■ .-SUPER NOVA 



POP. COM. WEEKLY 

"TAU CETI Is a serious contender 
. .for game of the year 



IE 




w.q 






4 B VENTURE 



TROLLS 



This months busy tavern 
includes a feature on 
breaking adventure codes. 

Questionnaires 

Thank you to everyone wh 
has taken the time to sen 

Km SffifSM 

your views and will pr< 



a while and er 
Joy this months helping for 
adventure enthusiasts. 

In the following pages 
you will find an In depth 
review of Mastertronlcs 

K k adventure, Master 
|io, another helping 
of Dungeon Dressing, a 
special Bayern offer on 



ros°s al c 



complex 

puzzles to be found In most 
adventures. 

In your questionnaire I 
have said you should have 
6-8 pages devoted to adven- 
turing in your magazine. I 
do realise you sometimes 
they are not all devoted tc 



le Fourth Pro- 
. course another 
popular 



Computer Gamer." 

The F.E.P. in question ‘is 
the fascinating hobby of 
playing roleplaying games. 
Although this is strictly 
outside the field of a com- 
puter magazine it was 
definitely worth the few 
pages we gave it as we feel 




that a lot of those who en- 
joy adventures will also en- 
joy the challenge of role- 
playing games. Where you 
may be faced with similar 
problems. 

The same Is also true of 
Play By Mall games. One 
such PBM fan Is Phil 
Shulklnd from London who 
has played In the following 

f unes In the last 2 years, 
orcon wars (B games), 



"I can assure anybody 
with doubts about becom- 
ing involved In PBM games 
that they will not regret 
trying It out. 

Personally I’d rather 
spend an hour or two 
deoidlng what to do In a 
PBM game than staring Into 



>r my Spectrum). 



gourreaders not to hesitate 

Anybody who wants to 
cave a go at a PBM game 
would do worse than to 
take advantage of our 
special offer game of It's A 
Crime that 1 b being run by 
~ 'C games. Not only would 
u be Joining a game along 
th other Gamer readers 
t also the Gamer staff 
d some other PBM com- 
panies as well. 

Incidentally PBM Update 
will be back next month 
with a special report from 
the first ever PBM conven- 






o definitely 



orcslayer Is an adventurer 
who writes under the name 
of Karth Demonslayer. This 
Ml Karth opens up the 

included ii. . 

"Although I find these 
good and interesting to 
play, I don’t think they 
quite come Into the adven- 
ture category. True, they 



depth and atmosphere that 
a good ’stralght-down-the- 
line’ adventure can pro- 
duce. Text adventures are 
au^bout using your Im- 
ages In your head of the 
world you are exploring, 
"'-a reading a book. The 
isenoe of comparatively 
■- 1 - • graphics 






Finally Karth also 
adds . . . 

"I generally find the 
Fighting Fantasy game 
books a bit dull but I still 
enjoy the Heroio Warrior 
adventures and it’s good to 



space for roleplaying games 
which 1 1 also enjoy very 



What do you think about 
any of the points raised? 
Are games such as Swords 
and Sorcery, Master of 
Magic, Wizardry adven- 
tures? After all they all in- 



of another lnfooom adven- 
ture. This one Is to be called 
Ballyhoo and is a beginners 
level challenge and Is an in- 
troduction to the detective 

Deadline and Suspect. 

Next months Tavern will 
include a feature on adven- 




adventuring. 





lette 



£? 
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ADVENTURE 



bring the game to a grin- 
ding and ignominious halt. 

I refer to that grim 
twenty-six headed monster 
known alike to friend and 
foe as The Code. 

Most of the codes used in 
adventure games, however, 
are really very simple oi — 



| proach them. They , 
nearly always based on uie 
simple substitution of one 
letter of the alphabet for 
another, and usually based 
on shifting thye alphabet 

leftor r rjght 0 P a06S ° 6 

, The simplest form of this 
is A=B, B = C, C = D etc. — 
too simple for any self- 
respecting adventure pro- 
grammer! But even much 
larger displacements are 
very easy to crack if you go 
about it methodically. The 
simplest method is to try all 
twenty-five displacements 



sense. A rather li 

process, you may be think- 
ing. But why keep a oom- 
I puter and do the donkey - 
work yourself? The short 
listing shown on this page 
I will allow you to type in the 
coded message, input any 
displacement from one to 
twenty-six and see the 
result immediately 
displayed on screen. You 
can also use this for en- 
coding your own messages. 
In fact I first used a version 
! of this programme for en- 
coding a solution sheet for 
one of my own adventures 
I so that the solutions would 
not be read by accident. 

If you use the pro- 
gramme on a coded 



i on some system other than 
I simple alphabet-shifting. 

systems. One of tfie com- 
monest uses a keyword. Let 
; us say that the keyword is 
GAMER, then: 






netther *c 



ticularly difficult. The 
point is that they are not 
simple alphabet-shifting 
codes. Many adventurers, 
having tried every possible 
shift, give up in despair 
Either they are not awan 
of other kinds of codes, 01 
they fe 



language. 'E' is by far tl._ 
commonest letter, followed 
by 'A'. If we had a whole 
page of code, we could say 
almost certainly that the 



Let us begin by looking 
closely at the note and see- 
ing that we can observe. 
One striking feature is that 
two words being with ‘PP\ 
This is unusual because 
few English words 
— with any double let- 
— although lots of English 
words end with double let- 



3^3 



TO THE ALPHABET IN 
ORDER TO BREAK IT. It 
helps if you can work it 
out, of course. But it is not 
necessary. In fact it is quite 
possible to break a code 
made up entirely of 
abstract symbols with no 
alphanumeric characters at 
all. Players of Sherlock who 
have done their homework 
will remember that Holmes 
himself cracked just suoh a 
code in ‘‘The Adventure of 
the Dancing Men." 

How do you break this 
rt of code? Just tt 



ters. If there was only one, 
we might suspect some 
obscure word or name. But 
since there are two dif- 
ferent words beginning 
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... . appears not onlv 
the end of one of i 



thinking “if a 
do ^f I wanted ti 






'UVK' is actually 

substituting 'E', - H' and 
for ‘U’, ‘V’ and 'K' 
wherever they appear in 



something secret?" 



the < 



i all I 



word 'KS' occurs 
twice. 'S', because of its fre- 
quency, is a strong can- 
didate for being 'E' f'P’ ac- 



tually^ oci 



pearances). But of the com- 
mon two-letter words only 
‘he', 'me', 'we' and ‘be’, 
have an ‘E’ in them, andif 
the words are backwards 



discussing here are 
relatively simple. The . . 
ly tough oodes these days 
are generated by com- 
puters, and there is no 
reason why you shouldn’t 
use your computer in the 
same way. For example you 
could modify the 
decoder/encoder pro- 
gramme given here to 
create an alphabet shift 
code, but increasing the 
shift by three after every 
character in the message. 
This would make the code 
very hard to break because 



, . throughout the I 

£»he oode it would be a I 



substituting all the ‘K’s 
and 'S’s with '8/T' and '&’. 
By this time we may be able 
to start guessing at one or 
the other words, 



To make such a oode just I 
add this line to the listing I 
given above: 



thereby filling Ir 
ters — and so on. 

It is all gues! 
to break codes of ' 



85 LET D=D 
Change 



It may be kids' stuff to 
MIS, but it should keep 
your secrets safe from or- 
dinary prying eyes. 



duotive reasoning. If some 

S isses are wrong, you will 
d that out as you go 
along. When they are right, 



■BB 

message to try your hand 
breaking. It is written ir 
very simple type of cot 



which makes it rather d 



p"a 



ficult to break. ( 



, GGVTJPVCWQ VYMWYF 



'QVYl 

_ ,'OC VYJZ VNJVDV SK 
YOVTJPVOCDEFVTJPMN 
GAVQ MTVYG Q M 



Joy 

HttiH 

i r< 



10 PRINT ' 'MESSAGE (CAPS ONLY): ’ ' 

20 INPUT Mt 

30 INPUT ' 'DISPLACEMENT ( 1 -26) " ;D 
40 FOR L= 1 TO LENlMS) 

50 CH = ASC(MTD$(Mt,L)) + D 
60 IFCH-D 65 OR CH - D 90THENCH = I 
70 IF CH 90 THEN LET CH = CH - 26 
80 PRINT CHRS(CH); 



100 PRINT:PRINT:INPUT" ANOTHER DISPLACEMENT? I 
(Y/N)".A* 

110 IF AS "N" THEN GOTO 30 
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What Is Think! 

Essentially a board-game designed 
specifica I ly for your computer, which, 
like all the best board games, is EASY 
TO LEARM but EXTREMELY DIFFICULT 
TO MASTER. 



WWK features:- 



code, 

or dif- 
1 luck 



ENT? 



games 
ilea. It 




1986 




Instant replays Icon-driven menu 
Play the computer or a friend 
Joystick or keyboard control 

WINK; Variations:— 

f; TUTORIAL THIHK! 

I practice mode where the computer analyses and advises on 
lour moves 

SPEED THIHK! 

ch player has a limited time to make each move 

k BLITZ THINK! 

di player has a limited time to complete all their moves 

k PROBLEM THIHK! 

he computer will set some fiendish problems for you to solve 
|r you can set up your own grids for the computer or a friend 

r y wonderfully addictive and 

designed game . . 

Popular Computing Weekly 



Played on 6 x 6 grid, THIMK! will provide 
hours of fun and frustration for all ages - 




plan and scheme their way to the gold, 
bloodthirsty gunmen try to blast their way to 
instant fortune but watch out for the innocent 
bystanders - a stray shot will harm your 
reputation for ever. Keep a Keen eye on the 
horizon and your trigger finger poised for action - 
the law of the West is still the law of the gun. 

Gremlin Graphics Software Limited Alpha House. 10 Carver Street, Sheffield : 



. Tel: (0742) 7S3423 




Title: 

Computer: 



Runestone 

Spectrum — C64 and Amstrad 
versions to follow 
Supplier: Firebird 

Price: A7.9S 










Tently 

i.s 

N.S.E 



se 



se 



' I" 1, 






ATARI 

aoo/800/«LWE 

48K 



fLfrTx*, 

dr Mr 



CBM 

64/128 




mggSsasai 



| GAME® - 

W COMPUTER 

A> I enclose < 



MASTER OF 




Master of Magic is the latest 
of Mastertronics MAD 
games. Gordon Hamlett 
explores this joystick 
adventure that costs only 
£ 2 . 99 ! 




pie of particularly vicious 
vampires who insist on 
chasing me round vast 
areas of dungeon with the 
usual outcome being my 
UI1 ^stOT d of h Magic is a 
menu-driven role playing 
adventure game. You were 
exploring a dark, 
mysterious pool in some 
caves one day when a hand 
suddenly appeared and 
pulled you under. Instead 
of drowning, you are 



transported into a strange 
perpetrator of this dastard- 
ly deed is one Thelric, 
Master of Magic. He alone, 
he explains, can transport 
you back to your own land 
but there is a catch. He is 
afraid of dying and wants 
you to find the lost Amulet 
The screen is divided in- 
to five main areas. The top 
line has details of your 

physical energies and a 
clock, Mental energy shows 
the amount of power you 
have left for spell casting 
whilst the physical chart 
shows how much damage 
you can take before dying. 



„ o decide how you 

are going to tackle a pro- 

The top left hand corner 
shows a map of your cur- 
rent surroundings. Only 
items that you can actually 
see are displayed so that if 
you^ want to know what is 
will have to open it 'first. 
The dungeons are a mix- 
ture of passages, rooms and 
caverns. It is probably a 
good idea to draw some sort 
of a map as you go, This 
need only be rough and 
probably will be! Have you 
ever tried mapping ac- 
curately whilst being chas- 
ed by Hellhounds? You are 
depicted on the map as a 
small yellow blob with 
other objects shown 
small indistinct 
but this is only to / 
rough^i idea^ -* 

you meet are shown 

j bottom of the screen. 

The scrolling of the map is a 
bit jerky and you have to 



The other window 
top of the screen is your in- ■ 
formation box. Messages I 
are displayed here such as I 
the outoome of any combat I 
you engage in. Also appear- f 
lng here are confirmation I 
of the actions you ' 

‘ J descriptions of 

. — -ral part of the 
i displays a list of 

rently be chosen. Selecting 
an action is either joystick 
or keyboard controlled. 

The bottom window 
displays large pictures of 
any object you can see. 
These can be of monsters 
that are attacking you, 
weapons that they have 

















(Playing the game 

Your character is controll- 
ed entlrely^vla the menu 
to rind exactly t 
phrase to type in. iuu 01= 
-ot always given the full 
_8t of commands, but only 
those oholceB that are 
available to you at the time. 
Thus you will not see the 
open command up’""" 
there Is actually a dc 
be opened. Many of tf 









n pick it up, 
by two 



skeletons. You 

how to attaok them and 
which one you are going to 
attack first. When you have 
killed them, you see that 
they have dropped a shield 
and a ring. You may now 
decide to drop your 




examine it and 

S ir back-pack, . 

.ring and wear it, pic 



Monsters and 
Magic 

There are many types of 
monster for you to battle 
against. These range from 
bats and spiders, through 
ores, skeletons and vam- 
pires through to the final 



snt surroundings. 




energy and if that runs too 

longer be able to use magic. 
Magic missile tends to work 
best against a single oppo- 
nent whilst fireball is the 
better choice against a 
group. 

Fulfilling your 
Quest 



hen you kill a creature, 
its picture is overwritten 
with the word •‘DEAD”. 
This clarifies matters when 
you are under attack from 
more than one opponent 
and is useful when you are 
back-tracking through the 
dungeon desperately seek- 
ing for a health potion and 

fight. 






chase when attacked 

and come and get youl 
Creatures can be attacked 
either with a weapon that 
you have pioked up or with 
one of the spells that 
Thelric has seen fit to 
bestow upon you. These are 
three offensive spells — 
magic missile, fireball and 



.. weakens 

his mind". Potions may 
heal your wounds or 
restore your mental 
energy. There are several 
magic rings I ' " 



several role-playing games 
to have been released 
recently. Whilst it may lack 
the sophistication or depth 
of some of Its rivals, it is 
considerably easier to play 
and get in to. It also 
possesses that prime re- 
quisite of all good games — 
it’s great fun. All this plus 
Rob 






defea 



monsters, you can pick up 
their equipment such as ar- 
mour and helmets, swords 
and axes. Note that if you 
are holding two weapons, 
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5 % DISCOUNTS 
FREE SECURICOR DEUVERV 
OR ORDERS OVER £40. 



EAST ORDERING WITH OUR 
NEW FREEPOST ADDRESS. 



X 


TICK 


TICK 




COMMODORE 


▼ SINCLAIR 


▼ MSX 


▼ 



Commando 

Rambo 

Fight Night 

Little Computer People... 
Young Ones 

Skool Daze 

Cut aws 

Yabba Dabba Don 
Me'cenary 
Hack to the Future 
Revs 

Cnigma Force 
Bait Blazer 
A'c of Yesoc 
Gyroscope 
Crazy Comets 

Transformers 

Quake One 

Bounder 

Rock 'N Wrestle 

Superman 

Critical Mass..., 

Korons Rift. 

Dragon Skulle 

Nightshade 

Scalectrix 



6.70 □ 
6.70 □ 
7.50 □ 
7.50 C 
5.95 C 
7.50 C 
6.25 C 
7.50 □ 
7.50|I 
5.95 C 
7.50 □ 
7.50 C 

11.20n 

7.50 □ 
7.50 □ 
6-70 □ 

6 70 
5.95 □ 
6.70 □ 
7,15 
7.50- 
7.50 C 
7.50 □ 
7.50 □ 
7.50 C 
7.50 C 
7.50 □ 
7.50 C 



Commando 

Deathwake 

Cmgma Force 

Transformers 
Cosrr ic Wartoad 
Yie Ar Kung Fu 

Panzadrome 
Loro of the Rings 
interratior'al Karate 
3 Weeks in Paradise 

Winter Games .. 

Back to Skool 

Arc of Yesod 

Tomohawk 

Saboteur 



Sweevo's World 

Impossible Mission 

Surfchamp 

Gyroscope 

Gunfright 

Artstudio 

Battle of the Planets 

Elite 

Critical Mass 



Road Fighter 

Hyper Rally 

Soccer 

Ping Pong 

Boxing 

YieAr Kung Fu II 
Yie Ar Kung Fu 

Golf 

Track 'n' Field I 

Track n' Field 1 1 

Hypersports I 

Hypersports II 

Athletic Land 

Time Pilot. 

Super Cobra 

Sky Jaguar 

Kings Valley 

Circus Charlie 

Antarctic Adventure 

Monkey Academy 

Mopi Ranger 

Comic Bakery 

Knightlore... 

Alien 8 

Boulderdash 

Ghostbusters 

Le Mans 



12.95D 

1 2.95 □ 

1 2.95 □ 

12.95D 

12.95D 

12.95C 

11.95C 

11-95D 

H.95D 

-11-son 

11-50Q 

.... 11.50 C 
.... 11.50(1 
.... 10.95 C 
.... 10.95 C 
...10.95C 
.... 10.95 C 
.. 10.75C 
.... 10.75 C 
.... 10.75C 
.... 9.95 □ 
.... 9.95 □ 
... 9.95 C 

.... 7.50 r 

7.50 □ 
.... 5.95 □ 
.... 8.95n 
... 7.50 □ 



I enclose cheque/P.O. for£ 
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% down a long corridor 
three doors close to 
each other on one side. In 
the first room Is a family of 
goblins. Behind the second 
door lives a ferooious ogre 
whilst a wizard continues 
his mystical research 
behind the third. This is the 
sort of situation that you 
might come across in any 
-* — iture game and yet I 
■e that it is highly il- 
il and that this set up 



JLlungeon 

Stressing 

Are your adventures a jumbled 



mass of monsters and problems? Gordon 
Hamlett helps you sort them out. 



coui-se. The wizard is hap- 

a because no-one disturbs 
work. The ogre is happy 
because he gets to play the 
heavy and the goblins keep 
him supplied with rotting 
flesh to eat. The goblins 
themselves have come to 
respect the strong leader- 
ship although there may be 
one or two who remember 
the old days and would 
seize the opportunity to 
revolt. For a bit of sport, 
there is always some fool- 
hardy adventurer, keen to 
seek nis fortune. 

Depending on how much 
further you want to take 



i expande 



i, you can ea 

, a logical plot 

greatly enrich your sb 
line at the same time. 

Start with the wizard. 
Perhaps he was expelled 
from his home town for do- 
ing something dreadful 
such as turning the king's 
hair green in an experi- 
ment designed to get rid of 
pimples. Cast out into the 
wilderness, he obviously 
needs some form of protec- 



telligence such — 
spiders have no ability 
organise and apart from a 



surely no fully grown ogre 
would allow himself to be 
so easily caught — he casts 
a charm spell over it and so 



and reach the wizard, he 
would have no compunc- 
tion at all about using every 
spell and magic weapon he 

"Sf“B „ 

three locations has turned 
story, If you east your 



books that you , 

you will soon realise that 
every thing is there for a 
purpose and fits into the 
story logically. If you use 
the same principles in your 
games, then you will find 
that they play an awful lot 
better than a disjointed col- 
lection of puzzles. 



Give them credit 



regular supplies of food 
and water giving the 
chance of meeting a hun- 



One of the things that I find 
very annoying when play- 
ing adventures Is a situa- 
tion suoh as this: you have 
found several keys and 



There would be trip 
that rung warning oeus. 
The carefully plaoed pit. 
Look outs. As soon as the 
alarm is raised, someone 
will go and alert the 
guards, If they can't cope, 
officers and reinforcements 
in the form of hobgoblins 
may be summoned. Only if 
that was insufficient would 
someone have the temerity 
to rouse the ogre from his 



Open door 

The small silver 
the door which 





HINTS 



ADVENTURE 



some tips for H 
tense thriller, ' 

Protocol sent in by Sanjay 
Keswani but first some 

in fevel 9's Bed Moon from 
Martin Gormley. 

Red Moon 

To take the burning sword 
wear the glove. 

To get the coins from the 



the acorn and the scroll and 
. then read the scroll. 

To get past the statue 
wear the cloak. 

Finally — to get past the 
guard dog put pills in his 




fHEFOURTH 

PROTOCOL 



remember that h 

Nato papers and the MOD, 
Cabinet, and Foreign files 
as well as a photocopier, 

3) When asked about 
Stanistav, select Other 
Selections and suggest tur- 



l^hotographlc dept), 

Westminster — Treasury, 
Sentinel House. 

Barbican — F 

Blodwyn hidden some- 



Part 2 — The Bomb 

Use your ID card as much 
as possible, as you may get 
more out of uncooperative 






Great Portland Stree 
Boots, University, 
Paddington — BB to Bristol. 
Boston Manor — Hobl ' ' 



Sentinel House 






THE GAME 



The Fourth 
Protocol 






url- 



0) Comparing the finger- 
prints on Nil son's diplom- 
matic file in Stockholm and 
on the school noteback 
shown by Anna Nilson at 
Storuman and reading the 
files at UM 1: ’ * — ' ■* ■“ — 

0°Plumb’s . 
was the traitor recruited?” 
would be better rephrased 





Tp| 


! :B: fit 




!3il. 


■ 




_5i 





2) Ask C's secretary for 
more money if you need it. 

3) A fireman can be obtain- 
ed from the armoury in the 

4) To get a ‘make' on a 
photograph you will need 
Blodwyn’s help in the Ar- 
ohlves. She loves flowers 

5) Special equipment oan be 
found in the Special Pro- 

6 lots Boom. 

) Finally go to the printer 
room for regular informa- 
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If you've followed 
by mail ser' 
start or lust i 
Gamer here' 



“from P the 
t started reading 



What are PBM 
games? 

PBM games are adventure 
style games that are played 
between hundreds of 
players spread throughout 
world° Untry ' ** n ° t ’ the 
Every month each 
player send their orders to 
central Games Master (GM) 
who processes the turn and 
sends out game reports to 
all the players. 



le using this 
varied as t: 



panies that 

range from tribe based 
fantasy adventures to 
galaxies full of aliens. 

Although extremely en- 
joyable, PBM games can be 
a little expensive with 
charges being made for the 
initial setup in the 



players 

fir” ‘ 







Start the New Year by playing a PBM 
game. Computer Gamer and KJC 
games offer you the chance to try one 
for only a £1. 




Special Offer 

KJC games and Gamer have 
teamed up to offer you the 
chance to try a PBM game 
- for a fraction of the normal 

The game in question is 
called It's a Crime and pits 
you as a gangland boss try- 
ing to get control of an 
American city. Unfor- 
tunately about 500 other 
bosses have the same plan 
so you'll soon find a need 
for your gangs of hitmen. 

It’s a Crime will normal- 
ly cost only £5 for 8 turns 
making it one of the 
cheapest games^ to play. 



you’re one of the first 500 
to take advantage of this 
fantastic offer you'll get an 
extra 2 free turns. That’s a 
setup fee plus four turns 
for only a £ 1 ! 

All you have to do to sign 
up for the game is to fill in 
it to°° U P° n bel0w ant * sen<1 
It's a Crime, 

Computer Gamer Offer, 

No. 1 Golden Square, 
London W1R 3AB. 

Remember the first 600 
get an extra 2 free turns so 
send your coupon to us to- 
day. To miss out on such an 
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Spectrum and Amstrad 
R.R.P. £8.95 




ADVENTURE 



SPECIAL OFFER 




Amstrad, BBC, C64 and 
Spectrum adventurers can save 
£5 on a text adventure by 
taking advantage of our 
special offer. 



Computer Gamer and CDS 
Microsystems have teamed 

— — bring you a text only 
Blackstar, at a silly price. 

Normally you would 
- ly £7.96 to ex- 
. . — .mysterious castle 
you can start playing 
' special Gamer price or 
£2.95! 

' text only adventure 
mands such as ‘ ‘take lamp 
" light it” and "Drop 
d down the well". 

Your quest begins in a 
luxurious room furnished 
In sliver and glass. The ceil- 
ing is high and arched with 
a huge relief map of the 
' anglng overhead, 

... most striking 
feature of the room is the 
woman speaking to you. 
She Is tall and willowy with 
hair like spun sliver. She 
carries easily an air of 

- -thority and wisdom. 

: Computer Gamer (Blackstar offer), No. 1 Golden Square, Lor 



She speaks again,".. 
~ -l 'en you locate the 
lust return it to 
youPfintl af 



id them of all 



You bend ai 

Hin, 

Darkness enfolds you, 
until suddenly you find 
yourself awake In the . 
sunlight of the vale of Cas- <u 
tie Blackstar. Your quest I 
has begun . . . 

Ahead of you lies a dark 
wood, fiendish puzzles, 
fantastic treasure, deadly 
foes and the castle Itself. 

If you wan 

-•--e of thit 

the coupon 

whether you want a BBC, 
C64, Spectrum or Amstrad 
tape, and enclose a cheque 
or postal order payable to 
CDS Microsystems Ltd. 

LdonWIR 3AB. 



L 
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Slack Xnigj 



SOFTWARE 



C64 



SPECTRUM 



Manic 



ir Games 

They sold a million . 

Hardball 

Cad Cam Warrior. . . 
Robotron (cartridge) 
Donkey Kong 

(cartridge) 

Quake Mmus One 



3 I 



£1.75 
£8.25 
£3 50 



Bladeru-noi 
Codena.-nc Mat 
Codet'ame Mat 
A View To A Kill £4 

Psytror £4 

Nightfllte. . £2 

Hamostoad £4 

Valhalla £3 

Eureka £3 

T he hobbit £7 

Bounty Bob Strikes 

Back £5 

ELITE . £11 

Tau Cell £7 

Now Garres 1 1 £6 

Winter Sports ... £7 

Rorrbo £5 

2112AD £5 

Vie Ar Kung Fu £5 

Commando £7. 

Death Sta' Irterceplcr £3. 
KNIGHTI.ORE . £7. 

Software Star 
Pole Position 
Fo'bicde- Planet £6 50 

Monty On The Run £6.95 

IMPOSSIBLE 

MISSION £6.50 

Fighting Warrior £6.95 

Frank Brunos Boxing .£5.95 



Zorrc 



Hyper Sports . 

Suoerlest 

Endurance 

Ma-sporl 



MSX 

Vacumanta 

Lazef Bykes 

737 Fllgnt Simulator . . 
A en 8 



Fight N.ght. 

Pitstop II 

Ma.'SpOrt 



Combat Lynx 









Waterloo 

Terrorrrolinos . . 
Tornanawk 
Blockbusters 
Match Day 
Benny Hlii ... . 



Disk War-io- £6.95 

The Hobbit. £12 00 

hyper Sports 1/2/3 . £12 SO 
Jet Set Wllly/ll . £6.95 

KNlChTLOHF £8.50 



ATARI 

Drop Zone 

Super Zaxxon . 
Gridrunnor 
Attack Of Mutant 



C16/+4 

3DTimeT>ek 

Berks 

C‘6 Classics . .... 

Star Events 

SSPtaar:: 

Guilwl-ig Falcon . . 

Steve Dav s Snooker £6 
Sword Ot Destiny 



Gyroscope . . 



World Cup 
Xargon Wars . 
Wood Cup II 
Air Wolf 






£12 50 
£12.S0 
£9 95 



Arena 3000 
Space Shuttle . 
MiG Alle 



G Alley Ace 
Wire Ace . 



..£7.25 



AMSTRAD 

3D Grand Prix .172. 

Frank Brunos Boxing .£6.95 

Matchday £7.95 

Raid Over Moscow . . .£7.50 
Marsport £7.4" 



BBC 

Rubble Trouble . 
"« (Various) . 



Galactic Commander 

Castle Blackstar ■ 

Strike Force Harrier . .: 
Stardrifter 



. .£2.50 



Chopper Squad £3.50 

Tripods £3.50 

Star Commando £3.50 

Skyfox £8.95 

Gremlins £3.95 



Various From £1,Er 

■ Some Prices Only WhiKCi 
Stocks Last H 



JUST STARTED - CLUB FOR BLACK KNIGHT CUSTOMERS - 
BETTER SERVICE - BIGGER SAVINGS 

• Membership £3 - or FREE WHEN YOU SPEND AT LEAST £15. 

• Better Discounts to club members* Regular up-dates on special 

offers • Quarterly newsletter • Pre-release news on our own 
label software • Free entry to monthly draw with prizes of soft- 
ware ‘ Spend £6 and get free entry to Grand Summer Draw with 
first prize of £350! • Use our contact service to get in touch with 
other members • Enter our hi-score contest, competing against 
other members • Write for more details or say you wantto join if 
you're ordering goods worth more than £15. 

• Special Offer Black Knight Codebusters Badge - Only 50p • 




PROGRAMMERS 

AND 

PROGRAMS 

ALWAYS 

WANTED 





SPECTRUM £3.50 



SPECTRUM £3.50 

I CRYPTMANIA 1 



©PL 

Elec 

Side 



AMSTRAD £3.00 



WHILE YOU THY AND^COLLECT 
BBC/ELECTRON £3.95 



+ ALL PRICES INCLUDE POSTAGE, PACKING AND VAT * P" 




h Computers Ltd 



31 



_ , £170.00 

Rotronics Waladrive £69.00 
DK Ironies lightpen . £17.95 

Ram Joystick l/F £8.50 

Tronics Games 

lyer £11.50 

.0 Turbo With Reset £17.00 
Dictronics Keyboard . . £25.95 

Saga Emperor £37.50 

Saga Elite £72.95 

ESS On/Off Switch £4.75 

-V, Centronics Printer l/F £35.95 
- Vantage Micro 

Command £39.95 

AMSTRAD 

Green monitor . £182.00 
dolour monitor .£272.00 
3 Green monitor . £272.00 
6128 Colour monitor £365.00 

“V8256 £425.00 

Joystick £9.50 

32 l/F £44.00 

ctric Studio Light 



HARDWARE 



PECTRUM 

Pack Inc Speech 1 

Pack & Discovery l£ 



l/F... 



. £52.9! 



I HOW TO ORDER | 

Send Chq/P.O. + List of Requirements to: 
BLACK KNIGHT COMPUTERS LTD 
PO Box 132, Chislehurst 
Kent BR7 6LJ 



ATARI 

130 XE £147.95 

520 ST £720.00 

TATUNG 

Einstein 64K £325.00 

PRINTERS 

Smiths Corono Fastex 

80 £127.95 

JrSGIO £207.95 

. £225.00 



ir SG10C . . 






DMP1100. £179.95 



JOYSTICKS/INTERFACES 

k 9 Pin 64/Atari £6.95 
k QL joystick . . £8.50 



£13.50 



printer . . £133.00 

ENTERPRISE 

Enterprise 128 .... £225.00 

MMODORE 

Compendium . £179.95 
+ 1541 Disk . . . £264.00 
Stack Light Pen C64 £25.95 

Cl 28 £230.00 

Cl 28/1570 Disk . . . £399.95 
DPS1101 Printer... £185.00 

Music Maker £21.95 

' Slot Motherboard . £25.95 
.lack Light Rifle C64 .£9.00 
tack Light Rifle VIC20£7.00 
lectric Studio C64 

Lightpen £17.95 

Aztec Speech Synth. 

C64 £17.95 

Entrepo Quick Data Drive 

C64 £45.95 

CBM 64 Modem .... £86.95 
1701 Monitor + Seiko 

Terminal £185.00 

BBC/ELECTRON 
With Disc/Econet 

l/F £460.00 

Mouse £78.95 

Electron 



M £7.00 

°ro Spectrum 
£16.50 
res Oric Cual 
£14 50 
n Forrnu a l £15.50 
£5.95 



VARIOUS 

Tatung 14" Colour 

TV/RGB 

Gallini Computer 



RD Digital Tracer BBC/ 

Spectrum £21.95 

VTX 5000 Modem .. £59.95 
Goldstar 10X SSSD 

disks £9.99 

Sanyo MSX Light 

Pen £39.95 

Psion Organiser .... £89.95 
Sanyo Slim II Data 

Recorder £26.95 

JVC 14" Colour 

Monitor £218.95 

Ball Point Tracker Ball & 
Software C64 .... £36.95 
Currah Speech 

Spectrum £19.95 

DK Tronics Amstrad Stereo 

Speech £35.95 

Mitsui MSX Quick Data 

Drive £71.95 

AVT Amber Monitor £89.95 
BOOKS 

Delving Deeper Into Your 

Spectrum £2.95 

Exploring The Sinclair 

QL £2.50 

C64 Programmers Ref. 
Guide £11.75 




Opus DDOS l/F 

- ’lus 3.... £197.95 

. ar Electron ROM 

Board £38.95 

First Byte Joystick 

l/F £17.50 

Music Synth. 500 . . £185.00 
Acorn Z80 2nd 

Processor £259.95 

Prestel Receiver . . . £119.95 
Kempston BBC PRO J/S 
'15.50 



Teletext Receiver . . £199.95 




01 467 745V 






sibwiw 



DON’T MISS OUT! I 

Now that you have read this issue 
Computer Gamer and you know how 
Interesting and invaluable it is, wouldn’t it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have tol 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 



Subscription Order Form 
Cut out and send to: 
Computer Gamer 
Infonet Ltd., _ 

Times House, 

179 The Marlowes, ^ 

Hemel Hempstead, 

Herts. HP1 IBB. 





* 




£16.60 for 12 issues UK 
£21.50 for 12 issues overseas surface post □ 
£28.00 for 12 issues USA surface post □ 
£57.00 for 12 issues airmail □ 

I am enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR 

Debit my Access □ Barclay card □ 

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 ii i S 



NAME (Mr/Mrs/Miss) . . 
ADDRESS 
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FLYER FOX 

Pilot the world's most advanced 
defensive jet. 3D arcade 
simulation and speech. 

Spectrum 48 K 



TWIN 

KINGDOM 

VALLEY 

The classic adven- 



ROBOTO 

Control Roboto thro’ 
51 death defying 
screens. 

Spectrum 48K, 
BBC/Electron 



CAPTAIN KIDD 

Booby traps. Bombs 
and Killer Boots! 

CBM64, 

Amstrad 464 



MR MEPHISTO 

Can you climb the 
stairway to Heaven? 

CBM64 



SKYHAWK 

Defend or die trying? 

CI6/Plus4 



demand. 

CI6/Plus4, 

BBC/Electron 



Argus Press Software Group Liberty House 222 Regent Street LONDON W1R7DB 01-439 0666 





Bock ‘N Wrestle is written by the authors of 
Way of the Exploding Fist. Tony Hetherington 
grapples with the latest sporting challenge 
from Melbourne House. 



Follow yi 

Getting to Grips 



ring and start grappling 
with the world’s best 
wrestlers you will have to 
learn and practice the 85 
moves that are available to 
3,0 Each is selected by 
pushing the joystick in on- 
ly four directions with each 
move leading to a selection 
of others. 

Ab in Exploding Fist the 
best way to learn the moves 
is to setup a two player 
game and. by suing only 
one joystick, practice on an 
opponent that isn't trying 

Where Rock 'N' Wrestle 
differs considerably from 
Fist, and why nc 



Rock ’N Wrestle 
— The Moves 



Turnbuckle Fly | 
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CO 






„ , the result 

of your Joystick will depend 
on the direction In which 

y For ss*.. 
joystick back while facing 

IE2, “jffiM 






wrestler around the ring 
PHe wav thR moves lpsr 



row "Tim perhaps even 
When he's on the canvas 
you can deliver a quick 
kick In the ribs, an elbow 
drop, attempt to pin him 
down for a count or three (a 
fall) or you can even climb 
on the top of the ropes and 
leap on him from a great 
height. 

My favourite move is the 
arm spin where you grab 
your opponer'- «™ --•* 
spin him ar . 

— i faster, in a circle 



aching foi 
mid fight. 

For example. Instead of 
kicking, punching or knee- 
ing your opponent when 
standing by him you can at- 
tempt to grab him in a front 
[ deadlock, full nelson or 
armlock depending on 
which way round he’s fac 
Ing. Once you’ve got him In 

E grips you can either 
im above your head for 
an aeroplane spin or body 



you let him . 

of the ropes. „ 

have to do Is wait for the re- 
bound when you can 
deliver a chop to the throat, 
flying body press or drop 
kick that will usually end 
the bout. 

Frantic joystick waggl- 
ing is never far away from 
any sports simulation and 
Rock 'N' Wrestle Is no ex- 
ception since this can get 

E u out of a lot of trouble. 

fact whenever your op- 
ponent has his hands on 
you, you should start wag- 
frantically as this 



which 1 b displayed as a line 
of marks at the bottom of 
the screen. These are reduc- 
ed as each blow and throw 
take their toll. Although a 
wrestler can continue, and 
even win, If this reaches 
zero but It does mean he's 
weaker abd liable to be 
thrown around a lot more 
Consequently It's a good 
idea to soften up your op- 
ponents with a few kicks 
and headbutts before you 

... attempt a throw or spin as 
around, faster It’s almost impossible to get 
""Ml " fully fit wrestler In a spin. 

n perfected 



In the Sing 

The oppoi 



gling frant 
each bout a 



themselves. Bach has his 
own speciality moves and 
an incredibly dubious 
background. However they 
all have one thing In com- 
mon. They don't want 
anyone called Gorgeous 
Greg as world champion. 

Your first battle is with 
Redneck MoCoy and his 

oHll of fV.= .t ,jp 0 p 



, realise when he picks 
you up, spins you around 
and then slams you Into the 

Your halfway bout on 

S iur title bid is against the 
issouri Breaker who 
builds his strength by 
throwing cows around his 
ranch. Next Is a football 
hooligan that loves to put 
the boot In called Vivian, an 
Apache brave called Flying 
Eagle who loves to fly from 
the ropes to your head, the 
masked Bad Barney who 
loves to hear his opponents 
choke and finally the cham- 
pion, Lord Toff. 

Each bout lasts three 
minutes and to win you 
must score a fall otherwise 
your opponent wins by 
default. Against Lord Toff 
there is no time limit and 
only one winner. 



After several late 
sore thumb and 
Joystick I 



oystick I am beginning to 
irasp some of the tactics 
needed to become world 
champion and get a good 



he's a long way from the 
money by bashing your 
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mem 
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>f Britain's 



— j think that anything that vou have 
programmed is up to our standards? 

IooXln 6 for programs to publish for the 
following machines: Commodore 64. VIC C16 Plus/4 

66Xp n RBC 0 F 1 i°i^ tmOS 'A Atarl 400 ' 600XL ' 80 °- 800XL - 
Expended) 0 ' EleCtron ' Amstrad and TI-99/4A (BASIC or 

All programs should be recorded on tape as manv 
times as possible and at the most reliable baud rate 
(where applicable). Wo printed listing Is neeessarv as we 
°™ n except in the case of the TI-99/4A where 
0I i a 00m P uter Printer is absolutely 

SB; " *nw .X 

Any tape must be clearly marked with the program 
^ur address amS the n,ael11118 11 is Intended for, and 
Documentation should run to our normal style with 

S " “»*”« “■ <“■ *»« 

Documentation should he typed 
A 4 Paper with double spacing betw 
margin. 

We pay well for all listings published. 

If you want to send us your program then 



l lines ai 



V- < 



your computer 
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Have you ever wondered what it 
would be like to be kidnapped by 
aliens and left in a strange city full 
of mystery and monsters? Now 
thanks to Datasoft and US Gold you 
can experience this Alternate Reality. 




COMPUTER GAMER MARCH 1986 




58 



The Game Pieces 



Your Character 

The strengths and weak- 
nesses of your character 
are determined as you walk 
through the gateway. Con- 
stantly changing numbers 
freeze at this moment and 
determine the stamina, in- 
telligence, wisdom, skill, 
charisma and charm of 
your character. Others 



KErtUtV 

■Die- City 




n 




as 



for creating your character 
and can be saved for later 
relnoar nations. This 

ed for posterity. You are 
allowed 31 letters which 
gives you plenty of scope to 
get away from the standard 
Bill, Fred or Gandalf. In 
Alternate Reality you can 
be Fred the Brave, Bill the 
Bold or The Mighty Gandalf 
and still have scope for 

Once you’ve created 
your character you're 
ready to enter the city. 



streets, by pushing a 
tick the 3 D view scrolls 
Mou. 

iou begin your adven- 
ture in the city’s main 
square which is luckily the 
safest part of the city. Un- 
fortunately it is also the 
most expensive. If you 
were lucky you may have 
about 200 copper pieces, in 
the main square a woollen 
jumper costs 600. 

Sadly the best is not for 
you Just yet. So you have to 
leave the safety of the 
square and explore streets 
as yet unmarked on your 

Danger lurks in these 
areas particularly at night 
and in bad weather. 



-n floor depen- 
ding on the money you're 
prepared to pay. 

Food is next on the agen- 
da and can be found along 
with a variety of drink 
sasperalfa and grog™^ the 
taverns. 



=uu.e clues in 
songs that a 
Naturally they 
tually sung but 

Ume a to the the 
hammered out. 

Once you’ — 
slept 



E3f"al' 



juu ve eaten ana 

e hieing careful to map 

the city as you go. It's a 
wise precaution to pause 
the game as you’re drawing 




(devilish fire-breathers), 
wizards, dwarfs or the 
numerous unnamed hor- 






first decides whether yoi 
saw him first and have thi 
chance to surprise him, o: 
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Combat! — The engaged 



list of options. 



A 



which is created by the 
eerie sound effects that 
follow you around the city. 

Due to the size almost 
constant disk access and 
changes are required but 
this isn't too bad since the 
program sensibly uses a 
turbo loader. 

It will certainly ^take 

game but even when you do 
your adventures are far 
from over. Alternate Reali- 
ty — the city is ]ust the first 
of seven episodes. Once 
you've conquered the city 

dungeon," enter "the 
Arena." loot "the Palace." 
explore "the Wilderness” 
and then finally onto 
"Revelation" and 
"Destiny." 

Alternate Reality — the 
city will be available from 
the beginning of March and 
is highly recommended. 



PLANET RATINGS 



n 
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THE COMPUTER PROGRAM FROM 



Available on Spectrum 48K Plus, Commodore 64 
and Amstrad from Electric Dreams Software 
!l Carlton Crescent, Southampton, Hampshire 



SOI 2EW Tel: (0703) 229694 



UNIVERSAL CITY STUDIOS INC. 




♦ 





Eu3 ff 



p can perform certain 



■ game from 
— luring Sir Ar- 
thur Pendragon. He has 
finally reached the Island 
of Dragonskulle where he Is 
to search for the evil Skull 
of Souls. As usual with 
Ultimate games, the 
lot of blurb about ^eeflngs 
if evil and dire warnings 






lutely n 



Indica- 



tions of wh 
are supposed to be doing. 
The game's graphics 



s. There is a fair assort- 
ment of nasties to be over- 
come or avoided such as 
falling acid drops and- 
stalactites, bouncing 
skulls, wasps and eyeballs 
J . a huge, finely animated 



dl ’s?rAi 



-ir Arthur starts off on a 
beach where he has landed 
In his small boat. The only 
through a huge skull com 
plete with eyes that seem t( 
follow you. Your way Is 
however, blocked by at 
electrified force field. For 
tunately, -- 






1 find tl 



cloak (once you have found 
the appropriate items), 
pause the game, throw a 
magical orb and jump. A 
you try to do something 
without the necessary 
item. Sir Arthur's shaking 
head appears instead of the 
icon. You start the game 
with five lives although ex- 
tra ones can be found 
(though you will need a 
grave sense of humour to 
find them). When your last 
life finally disappears, a 
huge, hooded skull appears 
and you see your soul suck- 
ed from your body. 

Dragonskulle is a plea- 
sant enough arcade adven- 
ture and probably the pick 
of the Arthur Pendragon 
games to date but you cant 
help feeling that you've 
seen it all somwhere 
before. GRH 

PLANET RATINGS 
Originality •• 

Graphics •••■ 

Use of machine •••• 
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N.B. Key 



symbols and 



ratings appear at the end of the reviews. 





system allows 

normally 
this type 



been available 
of game, but Movie uobbii l 
really capitalise on this as 
well as it could since the 
problem solving element of 
the game, though challeng- 
ing in places, isn’t consis- 
tent throughout the game. 

move through are fulf of 
finely detailed objects, 
many of which can be 
pushed around, or weapons 
such as guns and bombs 
out anyone who stands in 
your way. I can’t help 
thinking though, that a lot 
of memory has been taken 
up by^graphics for objects 
..much purpose. Unlike 
Knightlore or Sweevo. the 
rooms 'don’t really contain 
many obstacles that you 
have to find your way 
around, but many of them 



of each game can get i 

My* one real criticism is 
that you only get r"" 

and considering ho „ 

gunmen are wandering 
around just waiting *■- 
shoot you full of lead t..._ 
simply isnt enough to allow 



irritating to get deep in 
the game only to get shot 
collide with an object j\. 

over again. 

I hope I haven't sounded 



gameplay. The women 
placed randomly, but s 



Guil 0 f it 



Kung Fu Master is a llcenc 
ed version of the arcade 
game ofthe same name t' 

y6 Vhe1?asio plan is to work 
your way through the tem- 

whom you are betrothed. 
On the way many baddies 
try to stop you by throwing 
various things at you or by 
ganging up and crushing 
you to death. 

The fighting action is 
bit simpler than me 
fighting games that I ha 
seen for a while, and this 
a point in it's advantage. 

The original coin- 
game had a bad plot and 

even worse gameplay. But* 
it was saved through it'sB 



vading enemy forces. These 
range^ from different types 

the enemies that you will be 
' ' - through M — 






ilaught^to p: 

The conversion from the 
Commodore is graphically 

e reduction 
similar to the conversion of 
Elite for the Spectrum, 
it was made more jerky. 
This is inevitable though in 
conversions of this type. 
Spectrum and Amstrad 
owners will just have to live 
with it. Otherwise, good job 
Ariola. MR 



. . into view, select 

missiles, and fire! 

Next, climb up into the 
stratosphere where it’s 
time to take on the fighters 






lob 

£R 




led. 

dies 

rtng 

rby 

ling 





Oh dearl what 

Dreams done this 

an attempt to cash In on the 
current Spielberg blook- 
buster, ED have knocked 
a game based on the 
.... rementioned film. Un- 
fortunately It looks like it 
only took six weeks to 
write. 

The game is based over a 



r failure in restoring tl 



1986 
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probably doesn^ matter 

e Itself has a lot 
of detail with many dif- 
ficult puzzles to solve. The 
main antagonists are these 
pointing fingers that thrust 
out of the ground to poke 
you. These are accom- 
panied by all sorts of weird 
and wonderful dwarf-like 
creatures that dash around 
after your blood. 



an ■ 
■i-ii ■ 



Kill 



HHiiii 

When Theatre Europe first 
came out It was considered 
rather controversial, due to 
It's up to date topic. A y<" 
sltua ( f t6r its release - t 
same, though the hue and 
cry has died down. 

The Amstrad conversion 
of this game Is as good as 
you would expect with 
plenty of hi-res colour and 
sound. The game remains 
“ ie through all of It's 



shown. You then begin to 
allocate these forces to 
” *“ various places, 



3 i rlkes - T he PLANET RATINGS 
chemical can be quite effec- 
tlve, though the nuclear Originality 
strtke tends to wipe out the Graphics 
entire world! Use of machine 

, inovli^ and hard Value for money 



n the attacks are vaslon! 



h Inking game, 

ssiss?™ 



around and blast them with 



mander of either the War- 
NATO P forces° r °l^d “either 
one of you must defend 
west Germany from the 



ding you 



at the map and consulting 
the tables that crop up. 
After all the fighting you 

equip and supply your 



• by a map of 
h strategic sites 
highlighted. 



desperately trying to force 
back the red hordes, or try- 
ing to force your way Into 



Eui! ff i 



doin' 18 6 Jua' laS now started 
Gremlin Graphics liave^L 
fered two titles to date the 
first of these Is called Zone 
not very original con- 
sidering that there Is 
another ame for the Atari 

1 Zone X. 

me game is about going 
around a mine putting bits 
of plutonium baok Into the 
waste bins they were n 
originally, but got messed 
op when some thieves un- 
successful attempted to 

Par be it from me to 
point out that plutonium Is 
""t termed as being wste, 
it I thought that 
itonium was a nuclear 
xi±el and thorium and lead 
™o liu th 0 waste elements, 
Anyway, you get a cer- 
*in amount of time to put 

a right again, and as 
;he guard robots can- 
ot be switched off while 

aass.'sjsL's 

tually fix anything that 
goes wrong. 

quite 6 a^nlce 1S aotually 
Seme, similar to a scrolling 



a? least, thw^s'a bad move 
on the authors behalf, but 
it does make the game a llr- 
rle more of a strategy /- 
bounty bob type game. 
bon* 16 ' 6 666 * cey8, s P a des. 
robots and twirling things 



nuwever no option to stop 
the music, which although 
nice, does get on your 

raME*- 

The game Is well finished 



EsS" 

page, and a help screen to 
show you all the nasties 
The game does suffer 
however in that the Atari 
computer is capable of a lot 
better things, and althm.oh 



this is a 
of the s 



uter is capable of a lot 
• things, and although 
3 a good game, it Is 
ie standard t 
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^ ,ract from i^ 8 

thing 0 '?/’ fairly addictive 6 
but on first presentation, it 
. may put some people off. GD 



ass? 

?Su?SS 



Who Dares Wins II 

Amstrad 

Alligata 

£8.95, £14.95 (disk) 




H H ff X 



Who Dares Wins II a 
;he Amstrad is as good £ 



amidst a blaze of publicity 
surrounding its alleged, 
connection with the arcade 
game 'Commando'. Soon 
after this when it was taken 
off the market. Who Dares 
Wins n was released, with 

Alligata 'having 0 to V °go 
through all the legal 
wrangles. 



j incredible 

graphics and animation. 
The Commodore can use 
sprites, but the moving 
graphics on the Amstrad 
version are just as good. 
The scenario is that you 

pspudo 31? landscape 
shooting various enemies 
and lobbing grenades at 

strongholds. The screens 
vary in hardness a 



ibstacles are put 






gun firing. T: 
help you by ! 
of their own 



only fair, 
they get in the way. 

Definitely an excellent 
game, forget about Rambo, 
forget about Commando, 
get Who Dares Wins n . MR 

PLANET RATINGS 
Originality •• 



jou can always 
The characters that yi 



the e r|am 



graphics a 
quickly 
trademark of Accolade, but I 
‘he gameplay Is dlsappoin- I 



3 ”fc 



character might just walk 
away, draw on you. walk 
away and ambush you later 
or surrender on the spot 
(not very likely). 

You then move on to the 
next situation and next un- 
tll you either reach sunset 

At the end of the game 
you are rated out of 12 for 
your performance in 7 
categories which include 
the number of bad guys 
you shot, the number of 
orooks captured, th6 
number of innocent people 
you gunned down, how 
well you did romantically 
and how well you mt ,_ 



situations 

are predictable (a kid isn't 
going to gun you down) and 
become obvious after a few 
plays. Then you are left , 
with the long gaps as the 
next situation loads in, this 
you deal with quickly, then 
another long gap. 

It's worth looking at this 

C e to see the graphics 
are possible on a C64 
but then by Hardball (Ac- 
colades other game) in- 
stead. TH 

PLANET RATINGS 



STAR RATING 
White Dwarf 



0 
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REVIEWS 



Title: QL-Fictionary 

Computer: Sinclair QL 

Supplier: Sinclair 









This microdrive cartridge 
in fact contains two word 
games for QL owners. The 
first is the title game Fic- 
tionary and is a variation 
°ame h ?n which My Bluff " 
pick the correct definition 



displayed 



competing t 

reach 1000 points. 
However since you only 
score a miserly 10 points 
for each right r 



a word from its dictionary 
and you are given 3 
minutes to type in as many 
words as you can think of 
using the letters from the 
computers word. 

Once your three minutes 
are up the computer scores 
you on your dismal perfor- 
mance and then lists the 

This is the most In- 
furiating part of the game 

reminds you of all those 
easy words that seem to 
escape your mind when 
you're being timed. TH 



This is the better game l_ 
play as it is like word 
puzzles that appear in 
several newspapers every 



PLANET RATINGS 
Originality 

Use of machine 
Value for money 



0 










what you're trying to do. 
Having said that the 
game Is undoubtedly 
original and fun to play. TH 

PLANET RATINGS 

Originality ■•••■ 

Graphics 

Use of machine ••• 

Valuator 



The combination of the 



[ patrolling 
■een almost 



' object — — 

Island but before you make 
It you will have to control 
the pipe dripping with a loo 
roll and avoid a bull and 
cock that are out 
If you get cl 
bladder its ol 

Gerry the Germ is not an 

SMSaS K 5&3 

you savour the delights of 
infecting medical supplies 
on a train in the Pancreas, 



E3 h 



■„ Realms of Impossibility 
aos at long last been con- 
verted to the Spectrum. To 
be perfectly honest, I don’t 
know why anybody 
bothered. 

There are thirteen 
for you to chase 
1 search of a 



ssljs, 1 '; 



collide with 
Should it reach zero, you 
lie. The spells that you can 
cast are freeze, confuse and 
protect which are fairly 
self-explanatory. 

The dungeons them- 
selves are done in 3D, 
reminiscent of a poor ver- 
if you 



baok In 1983 but they don't I 
■ -ow. Also I 
schemes I 

such as light I 
yellow zombies on a yellow I 
background. 

The game itself Is easy to I 
play. I zoomed through the I 
first four dungeons very I 
quickly and was half-way I 
through the fifth when I I 
got caught in the bottom I 
right hand corner of one I 
screen and the game hung I 
up on me. I didn't need a se- I 
cond player to help me but I 
might have done on one of | 
the higher skill levels. 

Realms of Impossibility. It I 
might be OK as a budget I 
game but it looks badly out I 
of place and lacking I 
sophistication when com- ■ 



i game in 
f however I suspect 
tnat their difficulty lies 
mainly in learning set 
routes and understanding 
the appropriate part of the 
Instructions. These -are 
presented in a comic strip 
style but are hard to read 
and it will take a few games 






REVIEWS 



B i A 

Playing the part of Fred 

Scuttle from the Beni 

Show, you have 1 



olunteered tt 

your neighbours, M 

ras, by collecting her 
washing for her whilst she 
has gone shopping. This 
you do by moving along the 
street until you reach the 
washing line, talcing an 
item of clothing and return- 
ing it to the laundry basket, 
Naturally, there are one 
or two obstacles to hinder 
you- These are lamp-posts, 
fenoes, telephone boxes, etc 
that you must avoid runn- 
ing Into, The street is divid- 
ed Into three lanes and you 
can dodge about according- 
ly although it is sometimes 
difficult to work ou 
lane an obstacle 

'i just off the 



B »§ 



Set In the North African 
Campaign of 1941-2, Desert 
Bats Is a wargame that 
allows you to try your hand 
at five different battle 
scenarios Including El Ala- 
mein and the selge of 
Tobruk or the entire Desert 
War. 

You can choose to play 
either aglnst the computer 
or a human opponent and 
can play either the British 
. or the Axis forces. There 
k are no skill levels as such 



ssrcvsssia 

from the occasional beep — 
the ^Benny Hill themes 

siderable help, & °° n 
Although the game is 
just about playable, there is 
little sophistication and no 
lasting appeal. Your hard 
earned pennies could be 



simplicity itself. Units 
highlighted in turn 



highlighted in turn and 

g iur valid choices appear 
the menu box. You can 
summon up a report of that 
unit's strength, movement 
allowance, morale, supplies 



ie oursor keys. After yt _ 
have finished your orders, 
both sides move simul- 
taneously and the results of 
any combat calculated. 

Desert Rats is an ex- 
tremely well presented 
wargame. The graphics are 
large and clear. Command 
entry is simple and the in- 
struction book is some- 
“-■-ig that other companies 
— ild do well to copy. A 
glossy 32 page booklet 



e clear Instructions, 
and tips and pictures, 

background to the cam- 
paign. 

If you already enjoy 
wargames, then Desert 
Bats Is well worth consider- 
ing. If you are a rank 
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The first thing likely to 
catch your eye with this 
game is the packaging. Not 
only do you get a cassette, 



of y 



logged into your computer 
(once you have turned It 
on). There are various 
hazards intent on hinder- 
ing you, Roving cameras 
will transport you back to 
the first room and also cost 

E ten minutes time your 
t is five hours) if they 
touch you. Clowns' faces 
suddenly materialise and 
steal your jokes. 

As Bond though, it is on- 
ly fair that you are allowed 
to fight back. You can use 
your Cooperblaster. This 
summons Cooperman of 
Blunder Woman who fly 



l carefully. Your 



used in searching for Jokes, 
others have morespecific 
purposes. The magnets will 
temporarily disable a 



e graphics a 
colourful bu 



Bond who h_ 

an arthritic morris dancer. 
The game itself looks like a 
poor man's Impossible Mis- 



sn't play par- 
1 and doesn't 



lot of heavy defea 
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Somewhere between their 
Silver Range, Super Silver 
Range, Gold Range, and 
free range eggs, Firebird 
have now slotted In the Hot 
Range of mid price games 
that don’t quite measure up 
to the standard of Elite but 
are meant to be a bit 
classier than their budget 
titles. 

One of the first titles in 
the Hot Range ' 



‘y game in 
character called Ted 
Blewltt. Ted it seems has 
gone off on holiday and 
managed to lose all his lug- 
gage, including his camera 
wehlch can take 36 snap- 
shots needed to prove to 
Ted's friends that he really 
has been abroad. 

Your ultimate aim is to 
gather in all Ted’s luggage 
and then get his holiday 
photos developed. Of course 
it isn't quite as simple as it 
sounds (it never Is. Is it?), 
since In order to collect all 
the items they must be col- 
lected from various loca- 



designed game, with all 
sorts of Interconnected pro- 
blems. I found some of the 
obstacles very difficult to 
get past, and after two 
evenings of playing the 
game I’ve still only gotten 
through about a dozen 






filtrate the plant and 
disable it before Critical 
Mass is aohleved. 

You are dropped well to 
the west of the plant in 
your craft a rocket propell- 
ed hover type and must 
head east will all due speed, 
taking care to avoid the 

iy rocks and blasting 

- — enr’ 

craft implode d 
hitting too many rocks etc 
tou have a chance to use 

K iur jetpaek and fly back 
base to pick up another 
craft, avoiding the hungry 
sand worms en route. Once 
you reach the plant, you 



Your craft is highly 
... .. , joystick, 
t I would 



recommend using ,’t..» 
keyboard at first. This may 
seem surprising as the only 
controls are rotate left and 
right, accelerate, brake and 
fire. The problem comes 



75 



186 
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with accelerate. 






_ r ji-table. This hamflsted 
approach^also leads toaom- 

can't find your craft in 
time. Slowly, you learn to 
take things gentler and ac- 
celerate in small bursts 
rAther than just pushing 
lick forward and 



e control of the 

craft even more difficult. 

The graphics look good 
with smooth sorolling and 
the game plays as well as it 
looks. If you can overcome 
initial frustration, it 
keep you quiet for 






will '] 
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,he joystick 
adding it the 



Use of machine 



.n the bottom left hand cc 
ner giving details of time 
critical mass, energy 1< 
| distance to next zone a 



n console on the bridge, 
n these two positions 
can select the other 
:tions of the ship or the 
port/space station that you 
have just visited, this 
means that repairs can be 
arrled out, goods bought 
' jold, maps consulted, 
} casino visited. 

levels anf the amount of in- 

uest varies fif proportion 
. j the level you are on. The 
lower the level, the more in- 
e casino is where the 
bulk of your initial 'stake' 
--.n be built u- " 



been put in, without this it 
would be a good trading 
game. With it, it tries to be a 
pretender to the Elite 
throne — and it fails. 

The casino section is 
very good, with reasonable 
graphics and sound, it is a 
■ery simple higher or lower 



f credits that sections o 



SV 

The graphics 




MAcrocosmica has 
described as Elite without 
the graphics., and that is 
partly true. However, U 

Omnitrend's Universe than 
Elite. 



ping around the galaxy 

sfe-SS-fe ST. 



d you have the ablll- 
buy more and 
more bits for your craft. 
The display shifts bet- 



you get t 

small to say the least. 

The trading system is 
identical to Elite, with the 
exception of the monetary 
system. In Maorcosmica 
you can deposit money in 
the bank and operate on 
credit. This is a good 
safeguard aganst pirates 
who are liable to pinch all 
your readies. 

Piracy in Maorosmioa is 
slightly more complex than 
in Elite as you oan pay ‘pro- 
tection money' ana do deals 
.If not then you may have 
to fight it out. The graphics 
in this section are extreme- 
ly crude to say the least. 



_. ...iinently 

suitable for this type of 
game with lots of colour. 

Overall, I think that this 
Is a very good trading 
game, with a verv un- 
predictable 

play Ml. the .... 
mode, though, is a t 
disappointment. 

PLANET RATINGS 







COMPUTER GAMER MARCH 1986 





Mediatar 

Atari 

English Solurum 
£9.96 



i X 



ZAGS decided that XYLOS 
and PHOLOS was a nice 
placeto destroy. Your mis- 



le doomsday device, hi 



find the mythical ’ TIME 
CRYSTAL, which can make 
everything harmful disap- 






quite challenging screens, 
which simple pose the pro- 
— -f getting through 
-i may be c ”— ’ 



io with the game. The 
mal game is a cross bet- 
ween a lunar lander/city 



them. You 
a stream and build a horse 
(huh?), avoiding the killer 
* quite nice, and gvet- 



the horse across 
'■ Is . . . hard. 

— instructions s 
tentionally cryptic, 



ting the 
The ir 



any threat altogether of 



The lunar lander ! 
as quite nicely anin 
.jwers and bricks, but the 
lander is quite awful, four 



s quite av 

_„o it may 1. 

quite good, but nowadays, 
not acceptable. 

This stage lacks any 
great challenge, it should 
have been dropped 
altogether, it detracts from 
the overall game. 

The annoying thing is 
.* *»— ~ou may 



the gameplay is lost slight- 
ly because of the space 
screen, and this gives a 
very amateur feel toi some 



brought down because of 
the space phase. The 
originality of all the other 
phases do not quite make 






ship, losing the momentum 
of the game altogether. 

The good part opf this 



PLANET RATINGS 

Originality 
Graphics 
Use of mac! 

Value for m 
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When I first loaded 
Rasputin I thought the 
graphics were excellent ' 
and if I could Just figure 
out what all the mystical 
claptrap in the instructions 
was about then X might be 
*— -■ — t playing the 

details yet but I MS 
have a stab at trying to 
describe it for you. 

You play the part of a 
gallant ^knight, Ivan 

to destroy the "iX I f 
Rasputin, an evil chap 
who’s trying to destroy the 
entire universe. The souroe 
of Rasputin’s power is the 
r ■ _<■ the s eV e n stars. 



through the dimensions of 
the netherworld, battling 
against strange creatures 
and magical energies in 
order to find the Jewel. 

The netherworld takes 
the form of complex sets of 
platforms — represented in 
excellent 3D graphics — 
floating above the clouds. 
Not only do you have to 
avoid all the celestial 

to make sure you don't fall 
of the platforms as falling 
to the clouds below will 
drain some of your energy. 

Like all good nether- 
wolds this one contains 
both dangers and magical 
Ff°Ivan can find the objects 



arked w 



will aid him L._ 

against the Cylops, Cyber 
Rays and so on that stand 
in his way. Once all the ob- 
jects in a particular dlmen- 



wiU be able to reach the 
Jewel (remember that?) 
Dead simple isn’t it? 

Rasputin is, as you may 
have guessed, an immense- 
ly complex game, the in- 
dividual tasks you face may 
seem simple when taken 

they are added together 
they make up a game that 
could take ages to complete. 
The hard part is actually 
working out what some of 
these tasks actually are. 
since the instructions are 

B t waffle and didn't really 
p me get nto the game at 
all. This could be a problem 
I suppose, as I initially 
found the purpose of the 
game so unclear that I had 
to make a really determin- 
ed effort to stick with it. On 
the other hand this does 

going to be solved overnight 
and then forgotten. 

The game’s graphics are 
excellent, all the figures are 
large and very smoothly 
animated and in the style 
first seen in Knight Lore 
- pity ultimate 






tasputin’s trail . . 
bably be hooked. 
PLANET RATINGS 



n a bright star such a 
have an outstanding 
ime system. 



description is totally void of any 

interesting features. 

te Dwarf -I _ 1 This is a small dying star that is 
I V I now far from it's best. Any similar 
•— I games may lack lasting appeal. 

'htStar— I (Like your sun. games given this 

I O I description will be bright and in • 
I I teresting and will support intelli- 
gent life. 

Giant — i— | Brighter th 

E3S55»“ | 

Nova — I V"| If you see a game with a Nova 
-Q- rating you should immediately 
I I rush out and buy it. Novas are 
fluence neighbouring planets. 
Supernova — I ’ I This is the ultimate in Stellar 
IO I systems for this incredible explo- 
L2SJ slon of a star can effect entire 
galaxies. If a supernova game 
runs on a computer that ^ou don 'i 
-myths game! 
igh at first nebulae look 
■instructed totafly from hot 
;. Beware of any gi - 



Planet ratings Game symbols. 

out of five for" 1 specific ; 
of a game. These •- 






originality — 
original is the game? I 
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CUT PRICE SOFTWARE 



Arcade Games, 
Simulations, Adventures, Books, 
Utilities, Word Processors, Business 
Software, Joysticks, Ram Packs, Dust 
Covers, Printers, Interfaces - In Fact 
Anything To Do With Cl 6 OR PLUS 4 

Please send S.A.E. for our descriptive leaflet. 

Payment by Visa - Access - 
Cheque - Postal Order - Money Order 



24 Hour Credit Card Service Mail Order Only 

ANCO MARKETING 

85 TILE KILN LANE BEXLEY KENT 

Tel: (0322) 522631 



Personal Callers welcome at: 
y 29 West Hill, Dartford, Kent Tel: 0322 



22 91649 J 



This man is harmless. 
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P EVERY ONE 



S 60 SUB 7000: CLS : GO SUB 0900 

10 LET sc=0: LET i>>3: LET le=0: LET g 
n«3: LET cx*0: LET cy-Oj LET ««>0i LET t 
i*10 

11 LET vl*31i LET v2=190: LET v3*254: 
LET v4=5B 

IS 60 SUB 6505 

20 60 SUB 6800: 60 SUB 6600: 60 TO 105 

0 

30 REN *HOVE GUARDS* 

40 PRINT AT 4,z(gn); a ’(AT 5,ilgn)|VU 
■; AT &,z (gn) 5 * 1 V 

45 LET gn=gn-l: IF NOT gn THEN LET gn 
*4 

50 PRINT AT 4,z(gn)| a . "gAT S,z (gn) ; *■: 
'(AT 6,zlgn); a i V: BEEP .001,45 
55 RETURN 

999 REN CHAIN CONTROL LOOP* 

1000 LET xl*xi LET *-*+ ( lNKEY*= a * " ) - (INK 



EY4*"; 



AND >: 



1011 IF gu THEN LET ct-ct-1: IF NOT ct 
THEN LET ct*ci: 60 SUB 40 

1012 IF »l-« THEN LET e»(x>xl)*l 

1013 IF co THEN LET cx=cx-li PRINT AT c 
y,cx| a « a : IF NOT cx THEN PRINT AT cy 




By Robert Burgess 



a^ begnners ai 



what may seem to be few the 1 

locations (16). But there are 

less red herrings that usual 
and lots and lots of puzzles 
for you to complete. 

In the game vou are 
Fred, who was 



King verbs 



dungeon, so If you are 
clever you can escape from 
the clutches of the baddie 
and make your way to 

The game recognises 24 
J -ises the stan- 



1 verb/noun format. 




a i LET «x*0 

1017 IF x B vl THEN GO SUB 6500 

1019 IF NOT « THEN LET j=IN r: LET »*(j 
»v2 OR j=v3) : IF ATTR t5,xl)Ov4 THEN 6 
0 TO 6700 

1020 IF » THEN LET yl«yi LET y=j<«): LE 
T w-iH-li IF .-8 THEN LET «*0 

1025 IF gu THEN IF xl-z(gn) THEN GO TO 
6700 




SPECTRUM 



1030 IF co THEM IF xl=cx OR xl'cx+l THE 
N IF (y*cy OR y-l=cy) THEN 60 TO 6700 
1040 IF »r THEN IF y<3 THEN IF xl*ax 0 
R xlnx-1 THEN 60 TO 6700 
1050 IF xl-x OR ■ THEN PRINT AT yi.xlj" 
’(AT yl-l,*l|' * j AT y,x(p*(»)|AT y-l,xj 
q»(t>: BEEP .001,60 
1060 60 TO 1000 

6299 REN *BLOT CONETS 6 ARROWS* 

6300 PRINT AT '(AT l,i»(' *jAT 3 
i«l* ' 

6310 RETURN 

6399 REN *START NEW 6AHE> 

6400 FOR i«40 TO -5 STEP -li BEEP .002,1 
i NEIT i: PRINT INK 4(AT 1 ,7; *8 A N E 0 
V E R*| AT 3,7) INK 7(* prm my kty 1 
6405 60 SUB 8042i 60 SUB 6910: 60 SUB 63 
00 

6420 PRINT AT 1,7|TAB 22(AT 3,7jTAB 22: 
60 TO 10 

6499 REN ‘HOVE ON TO NEIT LEVEL* 

6500 BEEP .4,24: BEEP .6,12 

6501 LET be*be*2: PRINT AT 16,b»( , JS , i 
BEEP .1,24: IF b»<19 THEN 60 TO 6505 
6503 FDR i-19 TO 11 STEP -2: PRINT AT 16 
,i|' ■: BEEP .3,4B-li*2): LET ic'«c+((i- 
91*3): 60 SUB 6600: NEIT i: LET be*9 
6505 LET x*2: 60 SUB 6910: 60 SUB 6300: 
LET cx-31: LET ax*0: LET cy*3 

6515 LET gu'O: LET ar*0: LET co*0 

6516 LET K=*c+<10*le): 60 SUB 6600 

6517 LET gu'Ut'l OR le>6): LET ar=(la*3 
OR le*5 OR le-6 OR le=8 0 le=10 OR le=l 
1): LET co«(l»=2 OR lt'4 OR li>5 OR le*6 
OR lt>7 OR le=9 OR leMO OR It'll) 

6518 IF lt*4 OR lt»6 OR lt'9 OR It'll TH 



EN LET cy'l 

6520 IF lt'14 THEN FOR i'l TO. 10: FOR j 
■7 TO 1 STEP -1: BEEP .02,j: BORDER j: N 
EIT ji NEIT i: LET ci'B: LET le*4 

6521 IF lt>ll THEN LET ci'ci-4 

6529 IF gu THEN FOR i'5 TO 29 STEP 7: P 
RINT AT S.ij'Sjfi.'iAT Ml'IHVi NEIT 




6530 LET le*le*l: RETURN 

6599 REN (PRINT SCORE AND HEN* 

6600 PRINT AT 21,7;sc;' ‘(AT 21,30;ae 
6610 RETURN 



6699 REN *DROP HAN OFF NALL* 

6700 FOR i»l TO 20: BEEP .004,-5: NEIT i 
: PRINT AT yl,*lj' -jAT yl-l,xl|* • 

6705 PRINT AT 16,9(TAB 21: LET j=14: IF 
x<9 OR x>21 THEN LET j'20 

6710 FOR i'9 TO j: PRINT INK 2( PAPER 7 
( INVERSE 1|AT i-2,X|*i=^-; INK 1(AT i,x 
IP 

♦(e) (AT i-l,x;q$(c): NEIT i 
6720 PRINT INK 2j PAPER 7| INVERSE 1(AT 
l-l.xj’c^r'gAT i^.xj'C 1 
6730 LET ae'te-1: IF NOT ae THEN 60 SUB 
6600: 60 TO 6400 

6740 60 SUB 6300: LET cx=31: LET ax-O: L 

ET x'2: 60 TO 20 

6799 REN »INIT VARIABLES* 

6600 LET y»4: LET e=2: LET xl*l: LET yl» 

4: INK 7: LET »'0: LET r-49150 

6810 LET pl(ll«* ¥„■: LET p»(2)*W: LE 

T qOll)' 1 V: LET q4(2)= , *C: LET ct'10 

: LET 

be=9 

6895 RETURN 

6899 REN *DRAW NALL AND TURRETS* 

6900 PRINT INK 2| PAPER 7; INVERSE 1|AT 
5,0jx4|AT 13,0(24: PRINT INK 5(AT 2,31 

6901 PRINT INK 7(AT 15,9) ■ SUPER BONUS 
■(AT 16,9!' 

6909 RETURN 

6910 FOR i'4 TO 26 STEP 7: PRINT INK 3( 
AT 4,ij* ‘(AT 5,i( V ’(AT 6,i;'38l 1 



EIT i 



6920 PRINT INK 6(AT 21 , 1 ( ‘SCORE* ; AT 21, 
26 j 'HEN': RETURN 
6995 RETURN 

6999 REH ‘TITLE AND TUNE* 

7000 BORDER 1: PAPER 0: INK 2: CLS 
7010 PRINT 



7018 PRINT TAB 4(*| 

■ ■■ HI- 



7019 PRINT INK 3; TAB 4;‘a ■ BM 

■ ■ HHUi ■ ■ ■MB' (TAB 58; *■ 




■*i,j: NEIT i 

8002 DIN p4(2): DIN q4(2): DIN j<7): DIN 
z(4) 

8003 FOR i»l TO 7: READ j(i): NEIT i: FO 
R i'l TO 4: READ zli): NEIT i 

B005 LET 7«.-r7T7 r^-r--, -r-r- .; FOR i 
'0 TO 4: LET i4'z4*z4: NEIT i 
8010 DATA 0,6,46,125,254,240,252,127,127 
, 120, 120, 124, 60, B8, 216, 188,62, 117, 254, 22 
1,252,235,126,60,0,0,0,130,254,130,0,0 
6020 DATA 8,255,128,126,128,255,8,8,65,2 
27,71,69,132,162,191,63,128,192,224,160, 
32,64,248,252 

8030 DATA 78,68,70,71,71,71,70,78,124,60 
,108,236,228,224,96,112,0,0,0,0,0,0,64,2 
24,65,67,135,165,180,58,95,79,78,68,70,7 
1,71,71,6,14,128,192,224,240,248,252,254 
,255 

8033 DATA 0,96,116,190,127,31,63,254,254 

,30,30,62,60,26,27,61,31,60,60,60,126,12 

6,255,24,3,2,1,2,3,4,4,5,12,19,26 

8035 DATA 12,12,10,9,7,12,7,12,7,12,10,1 

0,9,7,5,12,5,12,5,12 

8040 PRINT AT 18,5; BRI6HT lj FLASH !| I 

NK 1; PAPER 7( ‘PRESS A KEY TO START' 

8043 LET j»2: RESTORE 8035 
8045 FOR i*l TO 20: READ k 
8050 IF INKEY»<>" THEN RETURN 

8054 IF j/3<>INT (j/3) THEN BEEP .04, k- 
12: BEEP . 04 , k : 80 TO 8056 

8055 BEEP .02,k-12: BEEP .02,k-36: BEEP 
.03,k-24 

0060 NEIT i: LET j«j*l: RESTORE 8035: 60 
TO 8045 



7021 PRINT BRI6HT 1| INK lj PAPER 7( IN 
VERSE 1 ; AT 8,6!' BY HIKE HANNION *( AT 1 
0,6j‘ z left -(AT 12, 6(’ x 

right ‘(AT 14,6; * enttr juap 
’(AT 18,5; ‘ INITIALISING ■ 

7025 RESTORE 

8000 FOR i«0 TO 127: READ j: POKE USR "a 





190on«FALSEi hi ppo*3 
2001ev»l*li»cori*0 
210REPEAT 

220V DU10, 3, col (level )|0|0|0| 

230*1*1 l yl»20ilift»23 

240ch*22Bi *ay*224i po»*18 

250F*0iover*FALSEione*0 

240t»o*0ithree«0idir*-l 

270bonus>lSO0:dps*10 

2BOCLSiPROCtcreen 

2001F l«v*l*l PROCintro 

300REPEAT 

310bonui*bonu»-10 

320PR0C»iit<250-50*level) 

330IF level >2 PROCfira ELSE IF ltv»l*2 
AND RNDI2)*1 PROOF ire 
340IF NOT dead PROCliFtiPROOplay 
350 IF bonui*0 diid'TRUE 



510VDU17,2,31,*X,yI,»ay 
320IF e*I**I OR j ENDPROC ELSE V0U31,a 
«X,yI,32 
530ENDPROC 
540 

550DEFPR0Cduring 

5401 F INKEY-104 REPEAT UNTIL INKEY-00 
570IF INKEY-17 THEN »FX210,l 
580IF INKEY-82 THEN »FJ2I0,0 
590IF INKEY-07 THEN CLS: END 
400ENDPR0C 
410 



440IF INKEY-08 AND *1)0 »X**I-l!»ay=22 
7 

450IF INKEY-73 dir— 1 ELSE IF INKEY-10 



7701F ltvvl*l ENDPROC 

780IF yl*4 AND pool dead*TRUE 

700IF yX-20 AND poi**X dead*TRUE 

800IF yX*12 AND dpi**I dnd=TRUE 

810ENDPR0C 

820 

830DEFPR0Cjuep_checka 

B40A*FNicrn(*I,yII 

850IF yl*18 AND A*142 »core*«core*100] 
SOUNDS , 2 ,55 , 2: thr n*thr nt 1 : ENDPROC 
840IF yl’10 AND A-142 AND F*1 »core*ic 
ore* 1 00: SOUNDS ,2,55,2) t «o* t no* 1 ELSE IF 
yX-10 AND A*142 AND F<1 dead'TRUEsENDPRO 
C 

870IF yl*2 AND A*142 AND F*2 icorcico I 
r«* 100 1 SDUND3 , 2,55,2:oni«on«*l ELSE IF y 
X*2 AND A*142 AND F<2 dead=TRLE: ENDPROC 
B80ENDPROC 



340UNTIL diad OR ntit 

370 IF daad PROClou ELSE PROCnext 

380UNT1L ovar 

300M0DE7 1 PROCt abl • 

400UNTIL FALSE 
410 

420DEFPR0Cplay 

430j*FAL8E 

440C0L0UR2 

450iiI*«XiiyI*yl 

440PR0Cduring 

470PR0Ckay 

4B0C0L0UR7 a PRI NTTAB ( 5 , 27 > ] icor »| T AB ( 1 4 
,27l|bonu»|* ’ 



5 dir*l 

4401 F xX< 14 AND INKEY-74 AND *ay=224 T 
HEN PROCjuip right ELSE IF INKEY-74 AND 
*X>3 AND «ay*227 THEN PROCjuip.laFt 
470ENDPR0C 
480 

400DEF PROCch ac k 

700A*FNicrn l*X,yX) iD'FNicrn <*I,yI*l ) 
710IF A*128 AND 8*134 on*TRUE ELSE IF 
A* 128 AND 80134 daad*TRUEiENDPROC 
720IF 8*32 dead -TRUE: ENDPROC 
730IF yl*3 AND F*3 ne*t*TRUEi ENDPROC E 
LSE IF yX-3 AND F<3 dead*TRUE: ENDPROC 
740ENDPROC 



800 

OOODEFPROCon 
010VDU31 ,axX,yX,32 
020dir*-l 

030REPEAT PROCliFtilF level >1 PROCFire 
040PROCduring 
950PR0Ceait(3O0-50*level I 
040VDU31,»X,yX-l,32iyI*yX-l 
070VDU17,2,31,*X,yX-l,aay 
080UNTIL INKEY-47 OR 1NKEY-0B OR yX*3 
000VDU31,*X,yX-l,224 
lOOOPROCcheck 
1 010ENDPR0C 
1020 
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1030DEFPR0Cf ire 
i040PROCf ch 

1050VDU31 ,pnB t 4 ,32,31 ,dp>, 12,32,31 ,pot, 
20,32 

I040poj*pos-lidpa=dp5*l:lF pos-0 THEN p 
o«MB ELSE IF dpi-19 THEN dpi-1 
1070VDU17,3,31,poi,4,ch,31,dp»,12,ch,3I 

,poi,20,th 

1080IF ch»228 ch»229 ELSE ch-226 
1090PROCE ch 
1 1OOCDL0UR2 
1 1 10ENDPR0C 
1120 

ll30DEFPR0Clift 

1140901117,2,31,0, lift ,224,31,19,11ft, 22 

4 

H501ift»lift*diriIF lift*2 THEN lift-2 
4 ELSE IF lift-25 THEN lift-3 
1U0V0U17, 1,31,0, lift, 230, 31, 19, lift, 23 
0,17,2 
1 170ENDPR0C 
1180 

1 190DEFPR0C juep_lef t 
1200j>TRUEl VDU31 ,exZ,iyZ,32 



1210PRINTTAB(xZ,yZ) CHR4227> PROCeei t (60) 
1220PR0Clift!lF 1 evel >2 PROCfire ELSE 1 
F level-2 AND RNDI4I-2 PROCfire 
12301F dead ENDPROC 
1240PRINTTAB <xZ,yZ) * *iyZ«yZ-l 
1250PRINTTAB («l , yZ) CHR4227I PROCeai t 140) 
1 240PRINTTAB (*Z , yX) " ■» xZ-xZ-1 I yZ=yZ-l 
1270PR0Cjuep_checks 

l280PRINTTAB(xX,yX)CHR4227iPR0Ceait(40) 
1290PRINTTABI«Z,yZ)' '.iI-xX-l 
1300PR0Cjuap_checks 

13I0PRINTTABtoX,yXICHR4227iPR0Ceait(40) 
1320PROC1 if t: IF level>2 PROCfire ELSE I 
F level-2 AND RND14I-2 PROCfire 
1330PRINTTAB(xZ,yZl* 'axX-xX-liyl-yX*! 



1 340PR I NTT AB ( x Z , yZ > CHRt 227 1 PROCexi t ( &0 1 

1350PRINTTAB(xX,yXI* ’lyl-yXtl 

1 360PR I NTTAB ( x X , y X I CHRB227 

1370PR0Ccfall 

1380ENDPR0C 

1390 

1 400DEFPR0C juep_ri ght 
1410j»TRUEiVDU31,exX,eyX,32 
I420PRINTTAB(xX,yIICHR»22S!PRDCeait(40l 
1430PR0Cliftl IF level >2 PROCfire ELSE I 
F level-2 AND RND141-2 PROCfire 
1440IF dead ENDPROC 
l450PRlNTTAB(*X,yX)' 'iyX-yX-1 
I 440PR 1 NTTAB (x I , yll CHR4224 : PROCeai t I 40 I 
1470PRINTTAB(xZ,yXl- * ixX=xZ+l a yX»yX-l 
1480PR0Cjuep_checki 

1490PRINTTAB(xI,yXICHR»224sPR0Ceait(40) 
1S00PRQC1 if tt IF level >2 PROCfire ELSE I 
F level-2 AND RND141-2 PROCfire 
1310PRINTTAB(xX,yX) * 'uX-xI*! 

1 S20PR0C j uap_ch ec k s 



1 530PR INTTAB lx X , yX) CHRI224: PROCeai 1 1 40 1 
1540PRINTTAB(xX,yXl- 'uX-xI*liyX-yX*l 
lS30PRQCjuap_checks 

1360PRINTTAB (xX, yZ> CHR>224| PROCwait (40) 

1570PRINTTAB(xX,yXI' 'syl-ylti 

1 580PR I NTTAB (x Z , y Z ) CHR4226 

1390PR0Ccfall 

1400ENDPROC 

1410 

1420DEFPR0Ccfall 

1430IF level <4 AND one=2 PROCfall 15,23, 
223*8»level,224*8«level) 

14401F level <4 AND teo=2 PROCfall (13,24 
,225*8*level,224t8*level> 

1450IF level<4 AND three-2 PROCfall (21, 



25 , 227*8*1 evel , 228*8*1 evel ) 

1440 IF level >3 AND one=2 PROCfall (5,23, 
223*B»(level-3),224+8t (level -3)1 
14701F level >3 AND teo=2 PROCfall (13,24 
,225*8* (I evel -3 I ,224*8*llevel-3) ) 

1480IF level >3 AND three-2 PROCfall (21, 
23,227 ^B* (level-3) ,228*8»(level-3l ) 
1490ENDPR0C 
1700 

1710DEFPROCfall Ia,b,cl,c2) 
1720F-F*l:one-0:teo-0: three -0 
1730F0R A-a TO h 
1740VDU17 ,3 , 31 , 9, A,c 1 ,c2 
1750PR0Caait (SO) 

17401F A<b VDU31 ,9,A,32,32 

1770NEXT 

1780ENDPR0C 

1790 

lBOODEFPROCloie 
1810VDU31 ,axX,ayX,32 
1820VD017 ,2 ,31 , xX , yX, 237 
1830dead-FALSE 
I840hippo*hippo-1 

1B50C0L0UR3: PRINTTAB ( 1 1 , 29) STRIM6* (hi pp 
o,CHRI224*' •);• ■ 

1840F0R A-75 TO 45 STEP-1 
1870SOUND3, 1 , A, 1 
1B80NEXT 

1890PROCeait(5000) 

1900IF hippo-0 over-TRUE 

1910ENDPR0C 

1920 

1930DEFPR0Cnext 

1 940C0L0UR2: PRINTTAB (1,17) 'LEVEL ■ j 1 eve 
1|* CONPLETED' 

I950next*FALSE 



1970REST0RE2040 
19B0F0R auiic-0 TO 22 
1990READ p , d i S0UND3 , 1 , p , d: NEXT 
2000PR0Ceait (50001 

2010IF level-3 OR level-4 PROCpointi 

20201evel-ltvel*l 

2030ENDPROC 

2040DATA 127,4,119,1,127,1,142,1,159,1, 
142,4,127,1,142,1,159,1,149,1,159,8,159, 
1,149,1,159,1,142,1,127,1,142,4,159,1,14 
2,1,127,1,119,1,127,1,119,8 
2050 

2040DEFPR0Cpoi nt s 

2070PR INTT AB ( 1 , 1 7 ) SPC ( 1 8 ) j T AB ( 2 , 1 7 ) • « B 

ONUS x ') 500*1 evel j - *■ 
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Helpf 




SCORES BOHUS±350 

LEUEL1 **■ » 



263OPRmTTftB(0,7)’T0 QUALIFY FOR THE RO 
LI OF HONOUR!' 

2&60PR IHTTAB ( ♦, 1 0) CHR* 131 "PLEASE ENTER 
YOUR NAME' 

2670VDU3I ,5, 12, 132, 157,135,31,26, 12,156 
, 31 ,9, 12: *FX1S, 1 
2480!4900=nue*fi«*15 
249074902=14 
270021903*32 
271021904*127 
2720X1=0: YX=49: AI-0 
273021904*127: U*0: YJ=49: AI*0 
2740CALHFFF1 
2750ENDPR0C 
2740 

2770DEFPR0C«iit(D) 

2780F0R 8=1 TO DiNEXT 

2790ENDPR0C 

2800 

281 ODEFPROCsc r e»n 

2820A=RND (111*4: REPEAT B'RNO ( 1 1 ) *4:IINTI 
L B( >A: VDU17, 1,31 , A, 2,238,31 ,B , 2 ,238 
2830A=RND ( 1 1 ) *4: REPEAT B*RND ( 1 1 ) *4: UNTI 



2080icore*scor e *500*1 ■«•! 

209OREST0RE2150 
2100F0R iUlic'O TO 3 
2U0READ a , b : S0UND3 , 1 , a ,b:NEXT 
2120PR0CHait (3000) 

2130IF level *4 PROCiesnge:over*-l 
2140ENDPR0C 

2150DATA 110,2,113,2,110,2,93,2,90,2,93 

,8 

2140 

2170DEFPR0Ctible 

2190PROCaaaend 

2190CL8 

2200PR I NTTAB <5 , 1 ) CHR*1 34 "Harry the Help 
ful Hippo! 1 

2210PRINTTAB(9,2)CHRI130*Roll of Honour 
2220PRINT ‘TAB(9>CHR*131‘By Hi Ilia* Pre* 
2230F0RR*0T07 

2240VDU32 , 32 , 130 , R+49 , 44 : PR I NTT AB ( 3) CHR 
*135;sc(R)TAB(14);* (na»e*R*15) ’ 

2250NEXT 

2260PR INTTAB ( 2, 22) CHR* 134 "Dd you wish t 
o live the roll IV/N) *| 

2270REPEAT 

2280in»*lNSTRCYyNn',8ET») 

2290UHTILim 
23001F im<3 PROCuve 
2310PRlNTTAB(2,22)CHR»134'Press the SPA 
CE BAR to repliy. '|TAB(33,221 j 
2320REPEATUNT I L6ET=32 
2330ENDPR0C 
2340 

23SODEFPROCUVI 
2340c=0PEN0UT ( 'ROLL' 1 
2370PRINT»c,7 
23B0F0R S*0 TO 7 
2390PR!NTIc,ic(8) ,l(niie*S»15) 

2400NEXT 



24 lOCLOSEIc 
2420ENDPR0C 
2430 

2440DEFPR0Cloid 
2430c *0PENUP('R0LL") 

2440 IF c*0 PRINTTAB (4,22) *Hal l of fue 
fill not preiint.':CLOSEIO:ENDPROC 
2470F0R K*0 TO 7 
2480ic (Kl *0: * (nue*K*15) *' ' 

2490NEXT 
2S001HPUTic ,K 
2510F0R 1*0 TO 7 
2S20INPUTIc,ic(l) ,t(nui*ltlS) 

2S30NEIT 

2540CL0SEIC 

2550ENDPROC 

2540 

2570DEFPR0Ciuend 
2580IF icore<*ic(71 ENDPROC 
2590F0R 1*7 TO 0 STEP-1 
2400IF icore)ic(I) ic(I*ll*sc(Il:4(niie 
♦( 1*1 ) *151 *4 (niie*l*131 : f i »=I 
2410NEITI 
2420ic(fii)*tcore 

2430PRINTTAB(10,21CHR*134'NELL OONE !' 
2440PRINTTAB(3,5)"Y0UR SCORE IS LAR8E E 
H0U6H" 



L BOA: VDU31 ,A, 10,238,31 ,B, 10,238 
2840A*RND 111) *4: REPEAT B-RND ( 1 1 1 *4: UNTI 
L BOA: VDU31 ,A, 18,238,31 ,B, 18,238 
2830F0R lire* 2 TO 23 
2840VDU17,2,31 ,0,Hire,224,31 , 19,wir*,22 

2870NEXT 

2B8OC0L0UR1 : PRINTTAB ( 1 , 5) STRIN6* < 18 , CHR 
4223) 

2B90PRINTTAB ( 1 , 13) STRING* ( 18, CHR4225) y T 
AB ( 1 ,21 ) STRINB* ( 18 ,CHR*22S) 

2900 IF level=l OR level=4 VDU17,3,31,9, 

3.231.232.31.9.13.233.234.31.9.21.235.23 

2910IF level *2 OR level*5 VDU17,3,31,9, 

3.239.240.31.9.13.241.242.31.9.21.243.24 

2920IF level>3 OR level>4 VDU17,3,31,9, 
5,247,248,31,9,13,249,230,31,9,21,231,23 
2 

2930COLOUR3:PRINTTAB(3,1) "Helpful Hirry 

2940PRINTTAB (0,27) "SCORE" j icori) TAB ( 1 1 , 
27 ) "BONUS" i bonus) TAB (0,29) "LEVEL" | level j 
TAB ( 1 1 , 29) STRI N64 (hi ppo , CHR4224*" " ) 
2950ENDPR0C 
2940 
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2970DEFPR0Cd«fine 

2980VDU23, 224, 118,118,118,118,118,110,1 
18,118 

2990VDU23,22S,%FF, 818, 824,124, 142, (42,8 
81, IFF 

3000VDU23, 226, 120,174, IcED, IFF, (FE,(CC, l 
78, UC 

3010V8U23,227,(4,(6E,(87,(FF,(7F,(33,(1 

E, (3C 

3020V8U23,228,(0,(18,(2C,(2C,(34,(34,(l 

8,10 

3030VDU23 , 229 , (0 , (18 , (34 , (34 , (2C , (2C , (l 
8,10 

3040VDU23, 230, (FF, (42,(24,(18, MB, (24, t 
42, IFF 

3050V0U23,231,(60,(B0,(FD,(7F,(7F,(BF,( 

7E.43C 

3O60VDU23,231,(F0,(lF,(l,(0,(FF,(BB,(D5 

,(££ 

3070VDU23 , 232 , (0 , (0 , (FO , (IE , (FF , (BB , (55 
,(EF 

3080VDU23 , 233 , (FF , (CO , (80 , (80 , (80, (BO, ( 
80,(80 

3090VDU23,234,(FF,(3F,(15,(1D,(1F,(17,( 
IF, (IF 

3100VDU23, 235,(80,(80, (80, (BO, (80, (CO, ( 
FF ,(60 

31 10081123,238, (17, (IF, (ID, (IS, (IF, (3F,( 
FF ,(6 

3 1 20VDU23 ,237,(60, (BO , (FD , (7F , (7F , 6BF , ( 
7E,(3C 

3130VDU23, 238,10,(0, (20, (5F, (27, (2,(0, ( 

0 

3 140VDU23 , 230 , (7F , (80 ,(FF , (EE , (DS , (BB , ( 
FF.IrFF 

3 1S0VDU23 , 240,(FE , (I , (FF , (EF , (S5 , (BB , (F 

F, (FF 

3 1 60VDU23 , 24 I , (C7 , (C4 , (FF , (87 , (87 , (FF , 8 
FF,(84 

3170V8U23 , 242 , (FB , (38 , (FB , (FB , (FB , (FB , ( 
FF,(21 

3180V8U23, 243, (84, (84, (84, (84, (84,(84,8 
7F,(30 

3190VDU23, 244, (21, 121,(21, (21, (21, (21,1 

FE, (C 

3200VDU23, 247, IFF, IFF, (FF, IFF, 181,181, l 
81, (FF 

321 0VDU23 , 248 , IFF , IFF , (FF , IE7 , (C3 , (C3 , l 
E7,(FF 

3220V8U23 , 249 , ID! , IFF , (FF , IFB , IEO , ICO , 1 
CO, (CO 

3230VDU23 , 250 , (FF , (FF , (FF , 6 1 F , (7 , (3 , (3 , 
(3 

3240V8U23 , 231 , (CO , (CO , (CO , (EO , (F8 , (FF , ( 

FF , (60 

3230V8U23,252,(3,(3,(3,(7,(1F,(FF,(FF,( 

3280VDU23, 253,148,(89,188, (88,(88,(89,8 
A9.148 

3270ENVEL0PE1, 3, 0,0, 0,0, 0,0, 126,-1, 0,-5 
,126,0 

3280ENVEL0PE2,4,-l2,-16,-2O,l,l,l,63,-2 



,-2,-10,126,0 

3290EMDPR0C 

3300 

3310DEFPR0Ceessage 
3320U4-CHR41 1*CHR$1 1+CHR*1 1 
3330L4*CHR410*CHR48*CHR48 
3340R4*CHR432*CHRI32*U*CHRt231*CHR4232 
♦L*+CHR*233+CHR*234*L**CHR*233+CHR»236 
3350B*«CHR*32+CHR*32tL*tCKR*239+CHR*240 
+L8+CHR*241+CHR*242+L*+CHR*243+CHR*244 
3360C*»CHR*32+CHR*32tL*+CHR*247+CHR*248 
♦L»*CHR«249*CHR»250*L»«HR»251*CHR»252 
33708<-CHR432*CHR432*A4*U4*STRIN6J(5,CH 
R*32> +B*+U*+STRIMB*(5,CHR*32> +C*+U*+CHR# 
32*CHR«32 

3380F0R 0=3 TO 22iS0UMD3, 1,200-d, 1 
3390C0LOUR3 : PRINTTAB (0 , d I j 84 s PROCeai 1 1 1 
50) 

3400NElTd 

3410C0L0UR1 : PRINTTAB (4,6) 'BELL DONE !■ 
3420PR 1HTTAB (1 , 10) * YOU HAVE CONPLETED 1 
3430PRINTTAB11 , 12) *THE BARE AND EARNED 1 
3440PRINTTAB ( 1 , 14> ■ YOURSELF A BONUS !* 
3450PRINTTAB1 1,16) "5000 POINTS 1* 
!score*score*3000 
3460PR0C»iit( 10000) 

3470EN8PROC 

3490DEFPR0Cintro 
3500V8U17,2,31,iI,yI,226 
3510REST0RE3570 
3520F0R H*1 TO 20 
3530READ p,d:S0UND3, 1 ,p,d 
3540NEIT N 
3550PR0C«ait 15000) 

3560ENDPR0C 

3570DATA 69,16,69,4,73,4,73,12,69,2,73, 
8,69,2,61,8,53,2,49,16,81,12,73,12,69,2, 
53,2,73,2,81,6,73,6,69,12,61,12,53,12 
3580 

3590DEFPR0Cdisplay 

3600C0LOUR2:PRINTTAB(0,3l 1 .. CHARACTE 
RS .. 1 

3610VDU17,3,31 ,0,6,231 ,232, 10,8,8,233,2 
34,10,8,8,235,236 

3620VDU31 ,0, 12 ( 247,248, 10,8,8,249,250, 1 
0,8,8,251,232 

3630VDU31 ,0, 18,239,240, 10,8,8,241,242, 1 
0,8,8,243,244 

3640VDU31 ,0,3,253,31 , 19,3,253 
3630C0LQUR 1 s PRINTTAB ( 4 , 7 ) "T . V. SET" j TAB 
44,13) 'KASHINS MACHINE* ( TAB44, 19) 'HI-FI 1 
3660V8U17,2,31 ,0,22,226,3] ,0,24,228,31 , 
0,26, 225, 31,0, 28, 230 ! COLOUR 1 « PR I NTT AB ( 4 , 
22) "HARRY'jTAB (4,24) "PELLET 1 jTABH,26) *F 
LOOR BOARD* 5 TAB < 4 , 28) * ELEVATOR* 
3670C0L0UR2 : PR I NTTAB (0,30) ’PRESS SPACE 
TO PLAY 1 ! 

3680REPEAT UNTIL 6ET*32 



3690ENDPR0C 

3700 

3710DEFFNscrn (x,y> 

3720VDU3 1 , x , y : CALL code 

3730=7(70 

3740 

3750DEFFNaik(N) 

3760IF N=0 PRINTTAB (6, 14) CHS* 130*Do you 
Kant instructions 7 ■) ELSE PRINTTABI6, 
14)CHR«134*Load a roll of honour 7 *; 
3770REPEAT B-INSTRCYyNn'.BETI) 
3780UNTIL G 

3790IF G<3 -TRUE ELSE -FALSE 
3800 

3810DEFPR0Cinst 

3820PR I NT ' CHR413 1 1 Harry the Helpful Hip 

3830PRINf"Having conquered the Indians 
in 'Hippo 1 

3B40PRINT*Quest ' , Harry the Hippo has j 
oined the* 

3850PRlNT*asseebly line of an electrica 
1 coapany" 

3860PRINT*Mhich aanufactures various ap 
pliances." 

3870PR0Ccen tr e ( CHR* 1 34+" The Screen 1 ) 
3880PRINT ' "There are three floors, each 
Kith part 1 

3890PRINT*of an electrical appliance b 
uried in 1 

3900PRINT"it. Above each floor there 
are tuo 1 

3910PRINT'(eys which are very important 
On the 1 

3920PRINT'sides of the screen there ar 
3930PRINT"»hich act as pulleys for 2 e 

3940PR0Ccontre(CHRF130*CHR4 136*" Press t 
he SPACEBAR to conti ne") 

3950REPEAT UNTIL 6ET=32sCLS 
3960PRINT 

3970PR0Ccentr e ( CHR* 1 34+" The Object Of T 

he 6aie* 1 

3980PRINT"Your job is to walk along th 
e floors' 

3990PRINT'starting at the bottoe uor 
king your 1 

4000PRINT'aay up to the top, jueping 
into the 1 

4010PRINT‘keys. If you juap into teo 
keys per 1 

4020PRINT'floor the part of the app 
liance in' 

4030PRINT"that floor Hill fall to the 
bottoe of' 

4040PRINT"the screen. 1 
4050PR0Ccentre(CHR*134*"The Elevator") 
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4060PRIHT" In order to like things a b 
it easier' 

4070PRINT'you can control the eoveeent 
of the* 

4080PRINT'elevators. You can only talk 

4090PRINT'elevator, and it can be qui 
te tricky' 

4100PRINT'getting off one at the corr 
ect tiie.' 

fllOPRIMT'Hhen on an elevator it Mill o 
nly go up' 

4120PRINT'you cannot control its love 

4130PRIMT'on it. I eould advise practic 
e on the' 

4140PRINT'using the elevators ahilst on 

4 1 SOPROCc *n t r • < CHR* 1 30*CHR* 1 36+ ' Pr ess t 
he SPACEBAR to continue') 

4I40REPEAT UNTIL BET*32:CLS 
4170PR1NT 

4180PR0Ccentre(CHR»134*'Losing a life’) 
4190PRINT'You have three lives, each 

4200PRINT'lose a life you Mill go bac 
k to the' 

4210PRINT'beginning of the level you ar 

4220PRINT'Beloa is a list of the lays 

4230PRINT* 1 ose a life. The list eay 

4240PRIMT*but the gaae is perfectly 
possible* 

4250PRINT'after a bit of practice !" 
4240PR1NTA. Falling through a hole in 
the floor.* 

4270PRINT*B. Losing your bonus Isee 'sc 
oring').' 

42B0PRINT'C. Balking into the lift rope 

4290PRINT'D. Falling through a lift, ca 
used by not lalking onto the lift 
properly.* 

4300PRINT'E. Attempting to collect a ke 
y of a higher floor aithout havin 
g collected the tao froe the one beloa 

43I0PRINT'F. Hitting a pallet (see 'The 
levels')." 

4320PR0Ccentre(CHR4130rCHR»134*'Press t 
he SPACEBAR to continue') 

4330REPEAT UNTIL BET=32sCLS 
4340PRINT 




4350PROCcentr e ( CHR* 134* 'Scoring "I 
4340PRINT'Every tile you juep into a ke 

4370PRIMT' 100 points. Every tile you co 
■pi ete a' 

43B0PRINT' 1 evel you take the retaining 
bonus and' 



. .... Right') 

4720PRINT:PR0Ccentre(*To Juep .... Retu 

4730PRINT:PR0Ccentre(CHR*13H'To contro 
1 elevator usei*) 

4740PRINT i PROCcentre ( ' t .... Up 7 



4390PRINT’add it to your current score 

4400PRINT'coipIete level 3 or level 4 
you gain* 

4410PRINT'an extra bonus!" 
4420PR0Ccentre(CHR4l34*'Coipleting a le 
vel ') 

4430PRlNT'Nhen you have collected six k 
eys on a' 

4440PRINT'level you eust step on an ele 
vator and* 

4430PRlNT'aait until you are told that 
you have' 

4440PRINT*coipleted a level. In all t 

4470PRINT'six levels. The next section 
describes* 

44B0PRINT'the levels." 
4490PROCcentre(CHR$l30*CHR*134*'Press t 
he SPACEBAR to continue') 

4500REPEAT UNTIL 6ET*32:CLS 
4510PRINT:PROCcentre(CHR*134+'The Level 

4520PRINT'0n lost levels there are pell 
ets being* 

4530PRINT*hurled at you just above grou 
nd level!* 

4540PRINT'lf you hit a pellet you aill 

4550PRINT'life. Here is a general ducr 
iption of" 

4560PRINT'the levels:" 

4570PRINT*0n LEVEL 1 



4SB0PRINT* juaping i 






4590PRlNT'pellets.' 

4400PRINT'0n LEVEL 2, you do the sate 
but there' 

4610PRINT'are sloe loving pellets.' 

4620PRlNT’0n LEVEL 3, the pellets ar 

4630PRINT'iuch faster.' 

4440PRINT'On LEVELS 4-4 you do the sai 
e but the' 

4450PRINT'pellets are gradually speedi 
ng up as' 

4440PRIMT'you progress 

4470PR0Ccen tr e t CHR( 1 30+CHR*134+ 'Press t 
he SPACEBAR to continue') 

4480REPEATUNT1L 6ET»32:CLS 

449OPRINT:PR0Ccentre(CHR4134+'The Keys 

4700PRINT'iPR0Ccentre(CHRI131*'To love 

4710PRIMT : PROCcentre ( ' Z .... Left X 



4750PRINT‘:PR0CcentrelCHR4134+'0ther Co 

4740PRINT : PROCcentre ( 'COPY .. Freeze 
DELETE .. Continue') 
4770PRINT:PR0Ccentre('B .. Sound Off 
S .. Sound On’) 

4780PRINTiPR0Ccentre('TAB .. Abort Bale 

4790PRIMTsPR0Ccentre< CHRf 1 30+CHR* 1 36+ ' P 
ress the SPACEBAR to play') 

4B00REPEAT UNTIL SET-32 

4610ENDPR0C 

4B20 

4830DEF PROCcentre (HI) 

4840PRINTTAB I 19- (LEN H4I/2IH* 

4850ENDPR0C 

4840 

4B70DEFPR0Ceiblei 

4BB0PRINTTAB (11,1) CHR»147'5 jhihihi j j ' 
4890PRINTTAB(ll,2)CHR*I47'7kjkjiji 5' 
4900PRINTTAB(13,4)CHR4147'k!35»' 
4910PRINTTAB(13,5)CHR»147'« 1-' 

4920PR INTTAB ( 9 , 7 ) CHR* 1 47 *5 j j ' j j‘4j'j 5 
5* 

4930PRINTTAB(9,B)CHR»147'7kjsjpj' j'tpZ 
u0' 

4940PRINTTAB (11,10) CHRI147'5 j "7 j ' 47ih ' 

4950PRI NTTAB (11,11) CHRI1 47 '7k_u j ' 7 ! epZ 

494OENDPR0C 

4970 

4980DEFPR0Casse*ble 

4990DIH code 10,sc(B) ,naie ISO, col (4), t 
itlet(4) 

5000PZ*code 
5010I0PT 2 

S020LDAI133: JSR 1FFF4:STX 470 

5030RTS 

50400 

5050REST0RE5170 
S040F0R fill=0 TO 7 
5070READ naiei 
50B04 (naie*f i 1 1 l 15) -naiel 
S090mc (fill) - lS000-2000«f i 1 1 
5100NEXT fill 
3110RE9T0RE5180 
5120F0R cols-1 TO 4 
3130READ co 
5140col (col s 1 —co 
31S0NE1T cols 
5140ENDPRK 

5170DATA HHMimm, Harry the.helpin 
g Hippo!, by Nilliai.Prei for.Coiputer Ba 
eer.Septeeber 19B5 ,*mmhu».mi 
5180DATA 2, 7, 3, 2, 7, 3 
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325 DATA 89,00,80,05,04,80,00,04,10,13, 10 



27 DATA Of, 04, #7,00, SB, 00,04, A?, 08, 80, 1047 

28 DATA 07, 04, 89, 10, 80, OE, 01, 49,02,80, 108! 

29 DATA 04, 04, 80, 08, 04, 80, 12, 04, A9, 21, IIS! 

30 DATA 80,04,04,80,08,04,80,12,04,20, 1124 



TA 80, 40, 03,80,21, DO, A9, 02, 80, 20, 94 



337 DATA 24,08,80,27,08,80,05,08,80,06, 11 

338 DATA 08, 80, 07, 08, A9, 03, 80, 23, 04, A9, II 

339 DATA 00, 80, 22, 04, A9, 09, 80, 21, 04, A9, 71 

340 DATA 14, 60, 20, 04, A9, 07, 80, 00, 08, 80, 87 

341 DATA 01, 08, 80, 02, OB, 80, 03, 08, A9, 08, 11 

342 DATA 60,00,04,49,09, 80,01,04,89, 14, 4S 
34! DATA 80, 02, 04,49, 13, 8D, 03, 04,89,20 , 68 



345 DATA ft, 02, 80, 04, 04, AO, FD, 02, 60, 07 , 9 



TA 20, 00, 89,08,80, 1C, DO, 89,99,80, 1249 
TA 40, 03, 49,09,80, ID, 03, 89, 02, 80, 790 
TA 30,03,89,58, 60, 00,01,80,13, 04, 1057 
TA A9, Of, 80,04, 04, BO, 09,04, 80, 10, 1066 
TA 04, 80, 11, D4, 49,59,80, 00, 04, 80, 1347 
TA 14, 04, 49,00, 80, f4, 02, 80, f6, 02, 1177 
TA A9,01,80,f5,02,A2,Bi,8E,fE,07, 1310 
TA E8, BE, ff ,07, A9, 00, 60, 00,00,80, 1307 
1131 



TA 00,80,25,00,49,01,80,26,00,89, II 
TA CO,BD,f8,07,A9,AB,A2,Af,80,f9, 16 
TA 07, 8£,FA, 07, 49,13,62, 17, 80, fC, II 



367 DATA 9f, 80, 00, DO, AT, 08, 80, 02, 00, A9, 12 

368 DATA 30, 80, 04, 00, 49, F6, 80, 03, DO, 80, 13 

369 DATA 09,00,80,05,00,80,00,00,89,70. 12 



371 OAT# 03 , E8, EO, 00, DO, 02 , A2, Of , BE , 3C, 10 

372 DATA 0!,8E,2A,DO,AD,IO,0!,8D,FB,07, 10 

373 DATA 20,97,E0,AS,BE,C9,E7,B0,F7,18, IS 

374 DATA 49,18,80,30,03,80,06,00,20,97 , 87 

375 DATA EO, AS, 8E, 09,00, 00, F7, 18, 69, IE, 15 
576 DATA BO, 3E, 03, 80, 07, DO, A9, 01, 80, 45, 91 

377 DATA 03 , A3, 00, 29, 0 1 , FO, 05, 69, FF , 8D , 11 

378 DATA 43, 03, 89, 01, 80,14,03,20,97,60, 85 

379 DATA A5.8D, 29,01,80, 05,89, FT, 80, 44, 12 

380 DATA 03, 49,00, 80, 4£, 03, AD, 00, DC, 29, 82 

381 DATA OF, 80,01,02, 09, OF, DO, 03, 40, 60, 98 

382 DATA 34,89,01,20,00,02,00*18,20,*, 82! 

383 DATA 38, AD, 00, DO, 09, FA, F0.06, EE, OF, 14! 



TA FA, 80,06, EE, 38,03,88, DO, F3,A9, 13! 



TA OD,00,C9,00,FO,06,CE,08,DO,CE, ISO! 

TA 04!ce!!e',03!88!oo!f5|a9,'oi!2o! 1082 
TA 00,02,00,58,20,11,30,40,10,00, 1027 
TA 29, CO, FO, 15, AO, 00,00,09, 88,00, 1551 
TA 10,80,10,00,29,38,80,10,00,20, 927 
TA 49, 30, 18, 90, OF, AD, 00, 00, 09, FF, 1166 



TA EE, 00, 00, EE, 08,00, AO, 03,80, 10, 1270 
lift DO, 29, 08, 80,09, AO, 30, 03, 09, 59, 1033 
TA DO, II, 80, 15,80,30, 03, 09, FF, 00, 1387 
TAOS, AO, 10, DO, 09, OB, 80, 10, 00, EE, 1025 



,00,00, 10, AO, 1! 

402 DATA 10,00,29,38,80,10,00,18,90,10, 8! 

403 DATA AD, 00, 00, DO, 00, AO, 10, 00, 09, CO, I! 




iTA 60, 10, DO, 20, 49, 30, CE, DC, 00, CE, 116! 
TA OE, DO, AO, 03, AD, 10, 00, 29, 06, 00, 1039 
TA 09, AO, 30, 03, 09, 00, DO, 11, 80, 15, 93! 
TA AD, 30, 03, 09, 00, DO, 08, AO, 10, 00, 1051 
TA 29, 87, 80, 10, DO, CE, 30, 03,88, 00, 1247 
TA 08, AO, 00, 00,29, 10, DO, 10, AD, IE, 1144 



TA 38, 18, 90, 05, A9, 00, 80, 4E, 03, AD, 793 
TA 4F, 03, 80, 03, 40,66,34, 20, E6, 50, 910 
TA 89,00,80,50,03,89,01,80,50,03, 812 
TA 20, 97, E0,A5, BE, 09, 02, 00,09,49, 1271 
TA 00, 38, ED, 43, 03, 80, 43, 03, 20, 97, 757 



TA AO, 30, 03, 09, 59, 00, U,FO, 30, AD, 1224 
TA 30, 03, 09, FF, DO, 08, AD, 10, DO, 09, 1142 
TA 08, 8D, 10, DO, EE, 30, 03, 18, 90, 24, 881 



ITA 09, AD, 30, 03, 09, 00, 00, 11, FO, 12, 930 
iTA AD, SO, 03, 09, 00, DO, 08, AO, 10, 00, 1051 
iTA 29, F7, BO, 10, DO, CE, SO, 03, AD, 44, 1164 
iTA 03, 09, 01, DO, 00, AO, !E, 03, 09, FA, 1115 
T# FO,I4,EE,!E,03,I8,90,OE,C9,FF, 1201 
iTA D0,0A,AD,3E,O3,C9,!E,F0,03,CF, 1134 
TA !E, 03, AD, 30, 03, 80, 06, DO, AD, 3E, 892 



TA 18, 90, 03, 40, 4E, 35, 89,00,80, 15 , 709 
TA DO, AD, FA, 02, 09, IE, 30, 13, A9, 00, 1096 
TA 80, F6, 02, AO, 62, 03, 18, 09, 04, FO, 1132 
TA 00, CE, 62, 03, 18, 90, 05,49,04,80, 810 



TA AD, 5E, 03, 49, 01, 40, AE, DA, DO, 84, 1214 
TA 3F,9D,AE,O6,E6,E0,!D,D0,ED,A9, 1449 
TA FF, 20, 98, 39, 80, 00, DC, 29, 10, 00, 1156 
TA CO, AD, 86, 02, FO, 00, A9, 30, 80, 05, 1227 
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BO.EE,04,l>0,CE,05,D0 1 *D,0* 1 DO, Hi! 
B0,08,*D,I0,00,29, DF.BB.IO.DO, 1242 
Mi 01 , 2D,0B, BO, FO, 03, CE.OA, BO, 1101 



BB, AB, 10,00, 29,EF, 80, 10,00,CE, 1234 
BB, BO,20,C9,3D,CE,01,D4,M, 10, 1117 
00, 04, 04, 49, 11, 80, 04, 04, 88, AD, 1209 
07, DO, 29, OS, C9, 05, DO, 18, 98, 8D, 988 

01,03,A9,01,8B,5C,03,A9,07,80, 823 



80, 04, DO, AD, 10, DO, 09, 30, 80, 10, 964 
00, A9, 1C,8B,08,DO,A9,4£,8D,OA, 1160 
D0,A9,A8,0D,f9,07,A9,Af,90,FA, 1600 

07, 49, 03, 00, FC, 07, 49, 07, 60, FD, 1001 
07, 18, AD, 04, 00,09,80,00, 01, " 



A9,OF,8D,1B,04,A9,CB,80,00,D4, 1203 



A9,BI,8B,04,D4,A9,C4,80,F1,07, 1419 
EE,FB,07,A9,3A,20,9A,39,AD,F«, 1422 
07, 09, CO, DO, FI, A9, 80, 00, 04, 04, 1511 
60,EE,F6,02,FB,AD,1A,03,1B,69, 1209 

01. 00. 4,, 03, AO, 40, 03, 69, 00, 80 , 716 
40, 4)3,08, 29, OF, 18, 49, 30, 00, 05, 673 
04,A0,4A,03,A8,1A,4A,4A,4A,I8, 742 
69, 30, 80, 06,04, 90, 29.0F, 10, 69, 641 

30. 00. 07. 04. 60, F8, AB, 40, 03, 38, 832 
£9,01,80, 40, 03, AO, 40,03,09,00, 940 
80, ID, 03,08; 29, OF, 18, 69, 30, 80, 811 

25,04,A0,4C,03,A8,4A,4A,4A,1A, 757 
18, 69, 30, 80, 24, 04, 98, 29, OF, 18, 592 
69, 30, 80,27,04, 60, 8D,5F, 03, A9, 841 
FF,6D,60,03,CE,40,03,00,FB,CE, 1465 
3F,03,00,F1,60,A9,00,A2,FF,EB, 1461 

90. 00. 04, £0,06, DO, F8, 49, OF, 80, 1380 



04, £0, 18, 00, FB,A9, OF, 80,18,04, 1477 
60, A9, IF, 80, 15, 00, 49,18,80, 1C, 1028 
00,A9,80|A2,8E,AO,BF,8D,FB,07, 1665 
BE, F9, 07, 80, FA, 07, 49,01,80, FI, 1549 
07, 80, FC, 07, 49, AB, 80, 06, DO, 80, 1243 



19, IE, 80, 00, 00, A9,l£, 80, 03, 00, 10 



49,07,80,27,00,80,28,00,80,29, 11 



EE, 04, DO.CE.07, DO, CE, 09, 0O,CE, 1500 

05. 00. 49.19. 20. 94. 39. 20, FB,3A, 991 

40.05.00. 09.82.00.00.42.00.49, 1476 
00, 90, 43, 04, 80, 52, 3F, 90, 43, 06, 1019 
CE, 06, DO, EE, 08, 00, £8,49,19, 20, 1332 



00,49,06,90,02,08,80,41,39,90, 1123 
02,07, £8, A9, 19,20,94,39,20,90, 961 
34, EO, 14, 00, E8, 42, 00, 49, 02, 90, 1232 
75,DB,BD,B4,3F,9B,75,07,E8,CE, 1439 
06, DO, CE, 07, DO, EE, 00, DO, CE, 09, 1304 



02,99,20,07,30,20,12,30,70,49, 1170 
70, 80, 14, 03, 49, 3D, 00, 13, 03, 50 , 647 

10.11.00. 09.10.80.11.00.60.40, 1050 
: B,07,C9,C3,FO,07,EE,FB,07,E£, 1633 
! C, 07, 60,49, Cl, 80, FI, 07, 8B, FC, 1309 

77. 60. 49. 00. 40. 08. 85, F8, 84, FC, 1416 
>9, 97, 40, OB, 83, FO, 84, FE, 20, 97, 1654 
:O,A5,8E,29,0F,A0,0O,9!,F0,E6, 1373 
: l,0O,02,E6,FC,38,A5,FD,E5,FB, 1097 
A5,F£,E3,FC,BO,E4,60,AE,E3,02, 1105 
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Take an object <yi 



10 NODES 

11 VDU23,1,0|0|0|0; 
20 PROCvart 



by Andrew Dyer 

By the screen dumps of this 
program you may be 
forgiven for thinking that 
this was something that we 
lifted off Ultimate's shelves 
one dark night, but, we'd 
never print anything that 
cr,ude, no Jhls game is 

Dungeon Quest is an 
agalnst-the-clock, icon 
driven adventure, with 3D 
perspective graphics of 
each of the 100 locations, 
The Idea of the adventure Is 
to collect the three magic 
runes which look 
suspiciously like the 
authors initials A,C, and D. 
During the game, several 

&u y °¥SSSS ™Xv“ 



(north. South east and 
west), Take, Drop, Fight, 
Rest and Eat. To execute a 
command move the on- 



whlch. Your energy, items 
completed are afi displayed 






'RETURN' to carry out the 
command. In some rooms wm tue 
you will find objects and must all 
monsters. Certain objects ' ' " 



chair, and drastii 



shortens the time limit. To 
game, the runes 



3 the r 



er) | 



containing the cauldron 
(this room I will leave you 
to find). You have thirty 
minutes to complete the 
adventure and the castle 
contains 100 rooms. Final- 
ly, I advise you to make a 
map of the castle as you 
progress, it can leave you 



weapon, energy will be lost. 




30 PROCsetup 
40 TINE=0 
50 PROCscrtet 
100 PROCdoors 
110 PROCdecor 
120 PROCitu 
130 PRDCsonster 
150 VDU19, 1 |C0lX(X> ,0;0|0;0| 

160 C0L0UR7iPRINTTAB(I-l,23)* 1 ■ 

170 IF INKEY-98 AND 1 )=7 THEN 1=1-1 
180 IF INKEY-67 AND I<*13 THEN 1*1*1 
190 IF INKEY-74 AND 1=6 THEN G0T05500 
200 IF INKEY-74 AND 1*7 THEN 60T05500 
210 IF INKEY-74 AND 1=8 THEN 60T05500 
220 IF INKEY-74 AND 1=9 THEN 60T05500 
230 IF INKEY-74 AND 1=10 THEN PROCfigh 
t 

240 IF INKEY -74 AND 1*11 THEN PROCtake 
250 IF INKEY-74 AND 1=12 THEN PROCdrop 
260 IF INKEY-74 AND 1=13 THEN PROCrest 
270 IF INKEY-74 AND 1=14 THEN PROCsat 
300 PRINTTftB(2,27) "ITEHS: *;CHR*( 1 1*109 
> ; CHR* ( 12*1091 ; CHR* (13*109) 

310 PRINTTAB(2,29) *TIHE:*;iinl;iin;*:* 
I stc|INT (TINE/100); 1 a :PRINTTAB(12,29)' 

320 IF 1NT (TINE/1001 >*10 60T0 1000 
330 IF sec>*6 THEN GOTO 1010 
340 IF iin>°10 THEN GOTO 1020 
350 PRINTTRB (2,23) *ENER6Y : ’ s en; ■ 1 



360 PR1NTTAB( 14,29) *X: 1 ;perZ 
370 IF 11=7 AND 12=8 AND 13=9 AND 1=86 
THEN GOTO 2000 

380 IF «inl>*3 THEN GOTO 2500 
390 IF en<*0 THEN G0T02700 

999 GOTO 160 

1000 LET s«c=»ec*l:TINE=0sG0T0320 
1010 LET (in*ain*liLET i*c*0s60TQ 330 
1020 LET ainl-iinl+l:LET iin=0iG0T0 340 
2000 • 

2020 F0RZ=2 TO 19 

2030 C0L0UR135) PRINTTAB<2,Z) * 



2040 NEXTZ 

2050 FOR Z*1 TO 100 

2060 VDU19,3,RND(7) ,0;0;0;0; 

2070 80UND1,3,Z,1 
2080 NEXTZ 

2090 VDU19,3,0,0j0;0;0; 

2100 VDU19,1,1,0|0;0|0| 

2110 C0L0UR1 :PR1NTTAB (6,8) *VICT0RY*:PRI 
NTTABI6, 10) * IS" t PRINTTAB16, 12) ’ YOURS 1 
2120 PR1MTTABI6, 15) 1 t.u.v* 

2130 RE8T0RE9900 




Bbf ELECTRON 




2140 F0RZ=1 TO 77 

21S0 RE ADA 

2140 READS 

2170 S0UND1,-15,A,B 

2180 VDU19,1,RND(7),0;0;0;0; 

2190 NE1TZ 

2200 VDU19,1,1,0|0|0;0; 

2210 F0RZ*2 TO 19 
2220 PRIHTTAB(2,Z>* 

2210 NEXTZ 

2240 PRINTTAB(&,&) " SPACE* 

2250 PRINTTAB(6,8) * TO" 

2240 PRINTTABI6, 10) * START* 

2270 PR1HTTAB(4,121* AGAIN* 

2300 IF INKEY-99 THEN RUN ELSE 2300 

2499 END 

2500 s 

2510 ENVEL0PE4, 1,32, 0,-50, 20,0, 20, 0,0,0 

, 0 , 0,0 

2520 FOR Z»1 TO 20 
2530 S0UND1 ,4,99,10 

2540 VDU19,l,RND(7),0j0j0j0jiVDU19,2,RN 
D(7) ,0;0;0;0; 

2550 NEXTZ 

2540 VDU19,l,l,Oi0|0|O|sVDU19,2,2,0i0;0 

(0» 

2570 CLS 

2580 COLOUR 1 1 PR I NTT AB ( 0 , 1 0) * YOUR QUEST 
IS OVER.. 1 

2590 PRINTTABIO, 14) * YOUR TINE RAN OUT. 

2400 PRINTTABIO, 18) ‘SPACE TO PLAY A6AIN 

2490 IF INKEY-99 THEN RUN ELSE 2490 
2700 : 

2710 ENVEL0PE5, 1 ,-15,23,-2,10,5,10,0,0, 

0,0, 0,0 

2720 SOUNDl,3,99,20iFORZ*IOO TO 1 STEP- 
5 

2730 S0UND1 ,5,Z,5 

2740 VDU19, 1 ,RND(7) , 0; 0; 0; 0; : VDU19, 2 ,RN 
D(7),0;0;0|0; 

2750 NEXTZ 

2740 VDU19, 1,1,0;0;0}0| : VDU19,2,2,0;0;0 
2770 CLS 

2780 COLOURli PRINTTABIO, 10) "YOUR QUEST 
IS OVER..' 

2790 PRINTTABIO, 14) ‘ YOUR ENER6Y IS 0.. 
2800 PRINTTABIO, 181‘SPACE TO PLAY ASA IN 

2890 IF INKEY-99 THEN RUN ELSE 2890 
3000 : 

3010 DEFPROCTight 
3020 IF lonXIXI'O THEN ENDPROC 
3030 ENVELOPE3,1,-1,-1,-I,40,40,40,0,0, 
0 , 0 , 0,0 

3040 IF ll*»onXIX> THEN 3100 
3050 SOUND 1,3, 500, 20 
3040 LET *n=in-(10*ionXlX)t5l 



3090 ENDPROC 

3100 FOR Z=1 TO lOOiSOUNDl ,3 l Z,liVDU19, 
l,RND(7),O)0|OjO|sNEXTZ 
3110 VDU19, 1 ,colZIX> ,0;0;0;0| 

3120 PRINTTAB (9,7) * ‘:PR1NTTAB(9,8)‘ 

3130 LET »onX(X)*0 

3140 LET Il*OiLET U=12iLET I2»I3iLETI3 

■0 

3499 ENDPROC 

3500 : 

3510 DEFPROCeat 

3520 ENVELOPE!, 129, -15,-8, -3, 10, 10, 10,1 
24,0,0,-124,124,124 
3530 SOUND&l 1 , 1 ,25S,S 
3540 COLOUROsIF it»iI(X)=7 OR ite«X(X>= 
8 OR iteiX(X>=9 THEN ENDPROC ELSE PRINTT 
ABI9, 15) * ‘ 

3550 IF ite»XIX)=0 THEN ENDPROC 
3540 IF iteiZIXM THEN en=en-2 
3570 IF iteiZ (X) -2 THEN «n=en-4 
3580 IF iteiW)=3 THEN en=en-l 
3590 IF ite«XIX)M THEN en=en-4 
3400 IF iteiI(X)=5 THEN en=en-10 
3410 IF iteiX(X>=4 THEN en=en*5 
3420 IF en>=99 THEN en=99 
3430 LET i teiZ<X) 3 0 

3999 ENDPROC 

4000 : 

4010 DEFPROCrest 

4020 IF dtcX(X)*2 OR declZIX)-2 THEN SO 
UND1 ,-15,00, 1 ELSE ENDPROC 
4030 S0UND1,-15,20,1 
4040 S0UND1 ,-15,40, 1 
4050 S0UND1 ,-15,40, 1 
4040 LET en=enMO 
4070 «inl*iinl+l 
4080 IF «n>=99 THEN en*99 

4499 ENDPROC 

4500 : 

4510 DEFPROCdrop 

4520 S0UND1 ,-15,90,1 

4530 IF 13=0 AND 12=0 AND 11=0 THEN END 



PROC 

4535 IF iteiZ(X)<>0 THEN ENDPROC 

4540 IF 13=0 THEN SOTO 4540 

4550 LET itnZ(X)=I3:LET I3=0sPRINTTAB( 

9. 15) CHR*(iteiI(X) +109)! ENDPROC 
4540 IF 12=0 THEN 60TO 4580 

4570 LET ite«Z(X)=I2:LET I2=0:PRINTTABI 

9 . 1 5 ) CHR$ I i t e«I I X ) *1 09 > i ENDPROC 

4580 IF 11=0 ENDPROC aSE LET iUiXIX)* 
IlsLET 1 1=0: C0L0UR1 : PRINTTAB (9,15) CHR* li 
te«ZIX)+109) 

4590 C0L0UR7 

4999 ENDPROC 

5000 i 

5010 DEFPROCtaks 
5020 SOUND1,-15,90, 1 
5030 IF iteiZ(X)=0 THEN ENDPROC 
5035IFI100 AND 1200 AND 1300 THEN EN 
DPROC 

5040 PRINTT ABI9, 15)* ■ 

5050 IF IlOO THEN 60T0 5070 
5040 LET 1 1=1 teiX I X) : LETi te*X I X ) =0: ENDP 
ROC 

5070 IF 1200 THEN SOTO 5090 
5080 LET I2=i teiZ I X) i LETi ttiZ I X ) >0: ENDP 
ROC 

5090 IF 1300 THEN ENDPROC ELSE LETI3*i 
teaZ I X ) : LET i teiZ I X ) =0 

5499 ENDPROC 

5500 • 

5510 IF •X(X)=0 THEN LET ptrX=perX+l:LE 
T iXII)=l 

5520 IF tonX(X)=l THEN en-en-10 
5530 IF aonXIXI-2 THEN «n*en-B 
5540 IF ionX(X)=3 THEN tn>in-5 





5590 IF »onX(X)«4 THEN eifen-4 
9560 IF ionX(X)‘5 THEN en*en-2 
5570 VDUI9,I,0,0|0|0|0| 

55B0 PRINTTAB (5,5) ■ ‘sPRINTTABIS.t) * 
■:PRINTTAB<5,7) * ’iPRINTTABTS.a) ' *:PR 
IHTTAB(5,9)‘ 1 

5590 PRINTTAB (13,51' "iPRINTTAB(13 ,6) 

• ‘:PRINTTAB(13,7)' *i PRINTTAB ( 13,8) ' 
•:PRINTTAB(13,9)* ■ 

5600 PRINTTAB (13,12)* *:PRINTTAB ( 13 ,1 
31* ’:PRINTTAB( 13, 14) “ -:PRINTTAB(13, 1 
5)' * : PRINTTAB (13,16)" 1 
5610 PRINTTAB (5, 12)' ':PRINTTAB(5 ,13) 

' "iPRINTTAB(5,14>* *j PRINTTAB ( 3, 15) ' 
'lPRINTTAB(5,l6)‘ ' 

5620 IF 1=6 THEN 60TB 5630 ELSE 60T0 56 
40 

5630 IF roo«X(X)*l OR rooiX(X>=5 OR roo 
■im=B OR rooiXIX)*9 OR rooiX(l)=ll OR 
roo»X(X)=l2 DR rooiI(X)*13 OR rooiXlXl-l 
5 THEN X*X-IO:60T050 
5640 IF 1=7 THEN BOTO 5650 ELSE GOTO 56 
60 

5650 IF roo»X(X)=2 OR rooiX(X)=5 OR roo 
■I(I)=6 OR rooiX(l)>9 OR rooiX(X)=10 OR 
rooiI(X)=12 OR roo«XU)=M OR roo»IU)*l 
5 THEN X=X+ls60T050 

5660 IF I=B THEN BOTO 5670 ELSE BOTO 56 
80 

5670 IF rooiI(X)=3 OR rooiX(X)>6 OR roo 
•I(X)*7 OR rooiXIX)*9 OR rooiXIXIMO OR 
rooaI(X)*ll OR roo»X(X)=13 OR roo»X(X)=l 
5 THEN X=X*10s60T050 
5680 IF 1*9 THEN BOTO 5690 ELSE B0T050 
5690 IF rooiXIDM OR rooiXUI‘7 OR roo 
•I(X)=8 OR rooiXIXIMO OR roo(X(t)*ll OR 
rooiX(X)=12 OR rooaX(X)=l4 OR rooiXID* 
15 THEN X=X-ls60T050 

5999 6OT0 50 

6000 ! 

6010 DEFPROCaonster 

6020 IF aonXtXKM THEN 60T0 6080 ELSE 
60T0 6030 

6030 VDU23, 97, 8, 12, IS, 15, 45, 119, 118, 123 
6040 VDU23 , 98 , 1 6 , 48 , 240 , 240 , 1 80 , 238 , 1 1 0 
,222 

6050 VDU23,99, 124, 127,63,63,63,31,27,26 
6060 VDU23 ,100,62, 254,252 , 252 , 252,248 , 2 
16,88 

6070 C0L0UR1 sPRINTTAB (9,7) *ab* :PR1NTTAB 

(9,8)'cd' 

6080 IF ionX(X)<>2 THEN 60T0 6140 ELSE 
BOTO 6090 




6090 VDU23,97,0,0, l, 1,13,29,62, 127 
6100 VDU23,98,0,0, 1,131, 187,255, 1B6,84 
6110 VDU23, 99, 255, 255, 227, 221, 251, 252,1 
27,0 

6120 VDU23, 100, 124, 184, 184, 144, 192,96,3 
2,48 

6130 C0L0UR1 : PRINTTAB 19,7) 'ab' : PRINTTAB 

(9,8) *cd* 

6140 IF aonX(X) < >3 THEN 80T0 6200 ELSE 



60T0 6150 

6150 VDU23, 97, 0,1, 3, 7, 7, 14, 31, 127 
6160 VDU23, 98, 0,224, 240, 248, 252, 76, 108, 
254 

6170 VDU23, 99, 255, 255, 255, 127,63,31,30, 
12 

6180 VDU23, 100, 255, 255, 255, 255, 254, 240, 
240,96 

6190 C0L0UR1 : PRINTTAB (9,7) ■ab" : PRINTTAB 

(9,8) 'cd' 

6200 IF aonXmOA THEN BOTO 6260 ELSE 
BOTO 6210 

6210 VDU23,97,0,1,3,7,7,4,4,4 
6220 VDU23 , 98 , 248 , 244 , 238 , 223 , 227 , 247 , 1 
55,159 

6230 VDU23, 99, 13, 15,31 ,23,24,31 ,31 , 15 
6240 VDU23, 100, 159, 191, 255, 254, 48, 224, I 
92,192 

6250 COLOUR 1 s PR I NTT AB ( 9 , 7 > ■ ab • s PR I NTT AB 
19,8) 'cd* 

6260 IF aonZ(X) < >5 THEN 60T06360 ELSE 6 
OTO 6270 

6270 VDU23,97,0,56, 120,96, 120,48,94,97 
6280 VDU23,98,8,24,60, 15,22,36,64, 128 
6290 VDU23,99,95,72, 112, 120, 124,204, 152 
,156 

6300 C0L0UR1 1PRINTTABI9, 7) 'ab'i PRINTTAB 
19,81'c ' 

6360 IF aonXIXlOA THEN ENDPROC ELSE BO 
TO 6370 

6370 VDU23, 97, 0,15, 31, 8, 15, 27, 55, 111 
6380 VDU23, 98, 0,240, 248, 16,240,248,252, 
254 



6390 VDU23,99,95,95, 111,55,31,8,8, 16 
6400 VDU23 ,100,254, 254 ,254,252,248,16,1 
6,8 

6410 C0L0UR1 : PRI NTT AB ( 9 , 7 ) * ab ■ s PR 1 NTT AB 

(9,8) 'cd* 

6499 ENDPROC 

6500 : 

6510 DEFPROCitei 
6520 COLOUR 1 



6530 PRINTTAB 19, 15) CHRJIi teal (X) *1091 

6999 ENDPROC 

7000 : 

7010 DEFPROCdecor 
7020V DU23, 97, 0,1, 3, 7, 15, 31, 23, 27 
7030 VDU23, 98, 128, 192, 224, 240, 248, 252, 2 
44,236 

7040 VDU23, 99, 21, 18, 17, 16, 0,0, 0,0 
7050 VDU23, 100,212, 164,68, 132, 128, 128,1 
28,128 

7060 IF decKXIOI THEN GOTO 7070 ELSE 
PRINTTAB (6,10) 'ab’s PRINTTAB (6,1 1) "cd* 
7070 IF drelKXKM THEN 60T0 7080 ELSE 
PRINTTAB ( 1 1 , 10) *ab' : PRINTTAB ( 1 1 , l 1 ) "cd* 
7080 VDU23,97,2,3,2,2,2,2,7,15 
7090 VDU23, 98, 0,0, 128, 64, 64, 64, 64, 192 
7100 VDU23, 99, 23, 26, 21, 18, 18, 2, 2, 2 
7110 VDU23, 100,64, 192,64,64,64,0,0,0 
7120 IF decX(X)<>2 THEN BOTO 7130 ELSE 
PRINTTAB (6, 101'ab‘iPRINlTAB (6, lll'cd" 
7130 IF declX(X)<>2 THEN 60T0 7140 ELSE 
PRINTTAB(ll,10)'ab':PRINTTAB(ll, lll'cd' 
7140 VDU23, 97, 2, 7, 15, 31, 63, 47, 55, 59 
7150 VDU23,98,0,0, 128, 192,224,240,248,2 
32 

7160 VDU23, 99, 61, 62, 31, 15, 7, 3, 1,0 
7170 VDU23, 100, 216, 184, 120, 248, 240, 224, 
192,128 

7180 IF decX(X)<>3 THEN 60T0 7190 ELSE 
PRlNTTABI6,10)'ab'iPRINTTAB(6, lll'cd' 
7190 IF daclX(X)<>3 THEN ENDPROC ELSE P 
RINTTAB(ll,10)'ab':PRINTTAB(ll, lll'cd' 
7499 ENDPROC 




BBC ELECTRON 



7500 : 

7510 DEFPROCdoors 
7520 00023,97,0,0,0,0,8,20,58,87 
7530 V0U23, 98, 111, 103, 104, 109, 44, 77, 109 
,101 

7540 VDU23, 99, 105, 109, 42, 70, 110, 110, 110 
,108 

7550 VDU23, 100, 42, 70, 110, 110, 110, 108, 40 

7560 VDU23, 101, 128, 64, 224, 240, 232, 92, 19 
0,157 

7570 VDU23, 102, 171, 183, 183, 55, 54, 21, 35, 
55 

7580 VDU23, 103,55,55,54,21,35,55,55,55 
7590 VDU23, 104, 54, 21, 35, 55, 55, 55, 54, 20 
7600 IF rooiX(X>*4 OR rooiX(X>=7 OR roo 
•X(X)=8 OR rooiXIXI'lO OR roo«X!X)=ll OR 
rooiXIX)*12 OR roo«X(X)*t4 OR rooiX(X)* 
15 THEN BOTO 7610 ELSE 60T0 7620 
7610 C0L0UR1 iPRINTTM (5, 12) *a* : PRINTTAB 
(5,13) 'be*:PRiNTTflB(5, 141 *cf ■ sPRIHTTftB (5 
,15) *dg* tPRINTTAB (5, 16) * h" 

7620 IF raoaX<X)=2 OR rooiX(I)*5 OR roo 
•11X1=6 OR roo«X(X)=9 OR roo«XIX)=10 OR 
roaiX(X)=12 OR rooiZ(X)=14 OR rooiX<X)=l 
5 THEN 80T0 7650 ELSE 80T0 7660 
7650 COLOUR 1: PRINTTAB ( 13,5) V : PRINTTAB 
( 13, BI'be’iPRINTTABI 13, 7) 'cf": PRINTTAB (1 
3,8) *dg" sPRINTTAB (13,9) * h' 



,166 

76B0 VDU23, 99, 150, 182, 84, 98, 118, 118, 118 
,54 

7690 VDU23, 100,84,98,118,118,118,54,20, 

7700 VDU23, 101, 1,2, 7, 15, 23, 58, 125, 185 
7710 VDU23, 102, 213, 237, 237, 236, 108, 168, 

196.236 

7720 VDU23 , 1 03 , 236 , 236 , 1 OB , 1 68 , 196 , 236 , 

236.236 

7730 VDU23, 104, 108, 168,196,236,236,236, 



108,40 

7750 IF rooiX(X)=l OR rooaX(X)=S OR roo 
iX(I)=8 OR roo«X(X)=9 OR roo»XIX)=ll OR 
rooiX<X)=12 OR roo«X(X)=13 OR roo«X(X)=l 
5 THEN GOTO 7760 ELSE BOTO 7770 
7760 C0L0UR1 :PRINTTAB<5,5) ’ a* sPRINTTAB 
(5,6) *eb*:PRINTTAB(5,7) 'fc*iPRINTTAB<5,8 
)'gd':PRINTTAB(5,9)"h * 

7770 IF rooiIIXI=3 OR rooiXU)=6 OR roo 
•X(X)=7 OR roo«XIX)=9 OR rooiXIX)=10 OR 
rooiX(X)=ll OR rooiXIX)=13 OR rooiX(X)=l 
5 THEN GOTO 7780 ELSE BOTO 7999 
7780 COLOUR! sPRINTTAB (13, 12) ■ a‘:PRlNTT 
AB ( 13| 13) ■eb'sPRINTTAB (13, 14) *f c'sPRINTT 
AB 1 13, 15) "gd" sPRINTTAB ( 13, 16) a l * 

7999 ENDPROC 

8000 : 

8010 DEFPROCvart 
8020 LET X=78 
8030 VDU19,1,0,0;0|0)0; 

8040 LET I =6 
8050 LETI1-0 
8060 LETI2-0 
8070 LET 13*0 
8080 LET sec=0 
8090 LET ain-O 
8100 LET iinl*0 
8110 LET en=99 
8120 LET perX*0 



8510 DEFPROCsetup 

8520 DIHcolXt 100) s DIHdecZ ( 100) s DINdeclZ 
(100) sDIHrooaX 1 100) sDIHi teal (100) s OINaon 
X(100) sDIHaXI 100) 

8530 REST0RE9510 
8540 FORZ-1 TO 100 

8550 READAsLET rooaX (2 ) =As READBs LET ite 
•X(Z)=BsREADCsLET •anXIZ)*C 
8560 LET col!IZ)=RND(7)sLET decX(Z)=RND 
(3) sLET dec 1X(Z ) =RND (3) : LETaX <Z ) =0 
8570 NEXTZ 



8999 ENDPROC 

9000 s 

9010 DEFPROCscrset 

9020 VDU23, 97, 255, 129, 129, 129, 129, 129,1 
29,255 

9030 COLOUR2: PRINTTAB! 1 , 1 ) ‘aaaaaaaaaaaa 
aaaaaa'sFOR 2*2 TO 19s PRINTTAB ( l , Z) "a 

a" s NEXTZ s PRINTTAB (1,20) "aaa 
aaaaaaaaaaaaaaa* 

9040 VDU23, 97, 12, 10, 6, 14, 30, 62, 61, 59 
9050 VDU23,98,0, 128, 192,224,224,96,32,6 

4 

9060 VDU23,99,55,39,6,5,3,7,15,14 
9070 VDU23, 100, 96, 112, 120, 56, 24,8, 0,0 
9080 CQL0URlsPRINTTAB(9,2)"ab*sPRINTTAB 
(9,3) ’cd 11 sPRINTTAB (9,4) *ab*s PRINTTAB (9,5 
I'cd" 

9090 VDU23, 97, 160, 96, 232, 216, 184, 120, 24 
0,224 

9100 VDU23, 98, 192, 160, 96, 224, 224, 192, 12 

8,0 

9110 PRINTTAB (2,6) "a* :PRINTTAB(2,7) "b": 
PRINTTAB(2,8) , a'sPRINTTAB(2,9)*b*: PRINT! 
AB(2, 10) “a* sPRINTTAB (2, 1 1) *b" 

9120 VDU23, 97, 5, 6, 23, 27, 29, 50, 47, 55 
9130 VDU23,98,49,21,6,7,7,3,1,0 
9140 PRINTTAB (17,6) "a* sPRINTTAB ( 17,7) "b 
, :PRINTTAB(17,8>*a , :PRINTTAB(17,9) "b’sPR 
lNTTAB(17,10)*a*iPRINTTAB(17,ll)’b- 
9150 VDU23, 97, 0,0,0, 1,3,7, 14,29 
9160 VDU23, 98, 0,0, 16, 48, 112, 112, 224, 192 
9170 VDU23, 99, 25, 21, 12, 13, 9, 1,1,1 
9180 VDU23, 100, 164, 108,236,232,224, 192, 
128,0 

9190 PRINTTAB(5,3)-ab*sPRINTTAB(5,4)"cd 

9200 VDU23, 97, 72, 108, 118, 114, 52, 22, 6, 2 
9210 PRINTTAB! 12,4) *a* sPRINTTAB(15,5) "a 

9220 6COLO , 1 1 HOVE 1 28 , 636s DRAN632 , 384 s DR 
AMI 140,636 

9230 VDU23.U0, 60, 36, 102, 66, 102, 36, 36, 6 

9240 VDU23, 111, 0,0, 0,8, 16, 160, 64, 160 
9250 VDU23, 112, 126, 161, 105, 37, 41, 101, 16 
1,126 

9260 VDU23, 1 13,1,6,14,28,184,112,96,144 
9270 VDU23, 114, 8, 26, 60, 14, 20, 32, 64, 128 
9280 VDU23, 115, 14, 8, 118, 255, 253, 253, 126 
,60 

9290 VDU23, 116, 0,30, 14, 26, 62, 98, 199,0 
9300 VDU23, 117,0,28,50,80,80,50,28,0 
9310 VDU23, 118,0, 120,36,34,34,36, 120,0 




7660 VDU23, 97, 0,0, 0,0, 16, 56, 92, 234 8499 ENDPROC 

7670 VDU23, 98, 246, 230, 86, 182, 52, 178, 182 8500 : 





BBC ELECTED 




9320 VDU23, 109,0,0,0,0,0,0,0,0 
9330 C0L0UR7 

9340 VDU23, 97, 255, 129, 105,177,169, 133,1 
29,253:PRINTTAB(6,22)V 
9350 VDU23, 97, 255, 129, 157, 141, 149, 161,1 
29,255: PRINTTAB<7 f 22) "a* 

9360 VDU23,97,255, 129,161,149,141,157,1 
29,255:PRIMTTAB(B,22)'a‘ 

9370 VDU23, 97, 255, 129, 133, 169, 177, 185,1 
29,255:PR1NTTAB(9,22) V 
9380 VDU23, 97, 255, 129, 189, 161, IBS, 161,1 
29,255:PRlMTTAB<10,22) , a’ 

9390 VDU23,97,255, 129, 189, 153, 153, 153,1 
29,2SS:PR1NTTAB( 1 1 ,22) "a" 

9400 VDU23, 97, 255, 129, 185, 165, 165, 185,1 
29, 255s PRINTTABI12, 221V 
9410 VDU23, 97, 255, 129, 169, 181, 161, 161,1 
29,233sPRINTTAB(13,22) V 
9420 VDU23, 97, 255, 129, 189, 169, 177, 189,1 
29,255:PRIHTTA8(14,22)*a* 

9430 C0L0UR7 : VDU23 ,108,24,24,60,60,126, 
126,231,231 

9440 PRINTTABII-1,23)' 1 * 

9499 ENDPROC 

9500 s 



9510 0ATA6, 4, 0,14, 3, 0,14, 3, 0,14, 1,0, 7,1 
,0,6,0,5,14,0,3,7,0,0,6,0,0,7,2,0 
9520 0ATA13, 4, 0,3, 9, 1,3, 0,3, 3, 0,4, 13,0, 
0,13,0,2,3,1,0,5,0,0,11,3,0,13,0,0 
9530 DATA13, 6, 0,13, 0,1, 13, 1,3, 13, 3, 4, 13 
,0,0,1,7,1,5,2,0,14,5,0,8,0,0,13,0,0 
9540 DATA1, 6, 0,13, 0,1, 13, 0,3, 13, 0,4, 13, 



0,0,2,6,3,14,6,2,14,6,1,14,0,0,11,0,0 
9550 DATA6, 0,0, 12, 0,0, 12, 0,0, 12, 0,0, 12, 
0,0,7,0,0,3,0,3,3,2,1,3,3,2,13,0,0 
9560 DATA13, 0,0, 2, 5, 0,14, 0,0, 7, 0,0, 6,0, 

1.8.0. 0.5.1.0.12.3.3.11.0.0.13.1.0 

9570 0ATA13, 5, 0,2, 1,0, 14, 0,0, 11, 0,0, 5,1 
,3,14,0,0,14,3,0,10,0,0,8,0,0,13,0,0 
9580 DATA5, 6, 0,14, 2, 5, 14, 0,2, 11, 0,0, 6, 3 
,2,14,4,3,7,5,4,9,0,0,7,6,3,13,3,0 
9590 DATA6, 0,1, 14, 0,0, 7, 0,0, 13, 0,0, 13, 2 
,1,2,0,6,8,0,5,13,2,1,1,3,1,13,0,0 
9600 DATA5, 0,5, 4, 8, 0,5, 0,0, 8, 5, 0,5, 1,5, 

14.5.4.14.4.3.12.3.2.14.0. 0.8.0.0 

9900 DATA12,5, 16,5,20,5,52,9,20,5,52,9, 
20,5,52,18,100,5,108,5,112,5,116,5,100,5 
,108,5,116,9,96,5,108,9,100,28 
9910 DATA12,5,16,5,20,5,52,9,20,5,52,9, 
20,5,52,18,88,5,80,5,76,5,88,5,100,5,116 
,10,108,5,100,5,88,5,108,28 
9920 DATA12,5,16,5,20,5,52,9,20,5,52,9, 
20,5,52,18,100,5,108,5,112,5,116,5,100,5 
,108,5,116,9,96,5,108,9,100,28 
9930 DATA100,5, 108,5,116,5,100,5,108,5, 
116,10,100,5,108,5,100,5,116,5,100,5,108 
,5,116,10,100,5,108,5,100,5,116,5,100,5, 
108,5,116,10,96,5,108,10,100,28 






SPECTRUM 



HUNCHY 




1 REH MUSIC BY ROBERT 6RAYS0N* 

2 REH «F0R 6B,DC,HS,RG,HR,PC,AL, PL,S 
S, JL ,KR,KP,MC, HH ,E6, DR,CR ETC.* 

5 LET HS=8000: PAPER 1: BORDER 1: CLS 
: INK 7: PRINT AT &,8; ‘EVERY ONE A GEH" 

; AT 8,7; “BY ROBERT BJRBESS'jAT ll.lOj'PL 
EASE NAIT': SO SUB 7000: LET RH>16 

6 BEEP .2,0: BEEP .2,2; BEEP .2,4: BE 
EP .2,5: BEEP .2,7: BEEP .2,4: BEEP .45, 
0: BEEP .2,2: BEEP .2,4: BEEP .45,2: BEE 
P .2,4: BEEP .2,2: BEEP .325,0 

B PAUSE 15: CLS : 60 TO RHtlO 

10 PRINT 'YOU ARE AT THE EIIT.DROP ALL 
HEGEHS HERE AND YOU CAN ESCAPE. ' 

11 60 TO HS 

20 PRINT 'IN THIS EERIE ROOH THERE IS 
A SINGLE FADED PURE NOOL RUG, ELOO 
UENTLY ENBROIDED KITH INTRICATE DE 
SIGNS.' 

21 GO TO HS 



60 PRINT 'YOU ARE AT A CROSSROADS. DARK 
PATHS LEAD ANAY IN ALL FOUR DIRE 

CTIONS.' 

61 60 TO NS 

70 PRINT 'THIS CORRIDOR IS DANK AND DR 
EARYNITH SLIHY NALS COVERED HITH SHAL 
L NICHES.' 

71 GO TO HS 

80 PRINT 'YOU CAN FEEL COLD AIR BLONIN 
G FROH THE NORTH, AND HIGH ABOVE YOU 
IN THE NORTH NALL IS THE BROKEN NINDO 

81 60 TO NS 

70 PRINT *A STRANGE 6AS PERHEATES THE 
ROOHAND FLONS DELICATELY AROUND IT. IN F 
RONT OF YOU THERE IS A 6EH PLINTH.' 

71 GO TO HS 

100 PRINT 'STRANGE NOISES ECHO AROUND Y 
OU AS YOU NALK THROUGH THIS CORR 
I DOR, ON YOUR (WEST TO ESCAPEFROH THE DUN 
GEON.' 



135 80 TO HS 

140 PRINT 'YOU ARE STANDING AT A T-JUNC 
TIONNITH ENTRANCES TO CHAHBERS ON EITH 
ER SIDE OF YOU.' 

141 GO TO HS 

150 PRINT 'BETNEEN YOU AND THE GEH PUN 
TH IN THIS ROOH IS A LAR6E POOL OF ACID 
,NHICH HISSES AND FIZZES NITH FRIBHTE 
NIN6 FREQUENCY. ' 

151 GO TO HS 



t) 






o 





1040 IF LEN VI >3 THEM LET VI-VIl TO 3) 
1065 IF LEN N!>3 THEM LET N*=M* I TO 3) 
10BO LET V=Oi FOR F-l TO 25s IF VI-NIIF) 
THEM LET V-F 
1065 NEXT F 

1090 IF V-0 AND VIO'N' AND VIO'E' AND 
VIO'S' AND VIO'N' THEN PRINT 'SORRY,! 
D0NT UNDERSTAND YOU*: 60 TO 1000 
1100 IF V-l OR V-2 THEN 60 TO 2000 
1105 IF V=15 THEN 60 TO 2100 
1110 IF V=20 OR V-21 THEN 60 TO 2200 
1115 IF VI-'N' OR VI*'E’ OR VI-'S' OR VI 
*'N' THEN 60 TO 2400 
1120 IF V»24 OR V=25 THEN 60 TO 2500 
1125 IF V-22 THEN 60 TO RMtlO 
1130 IF V»23 THEN 60 TO 2300 
1135 IF V-19 THEN LET 6E=0: PRINT "6EHS 
••s8E*(S(l)»50)*IS(2>-50)*(S(3)-50>*(SI4 
)«50) ♦ (S(5)=50)+ (S(6)=50) | */6*8 60 TO 10 

oo 

1140 IF V=17 OR V=16 THEN PRINT 'NOT LI 




1155 IF CV-12 OR V-13) AND S(8)=50 AND S 
(91-50 AND FI21-0 THEN PRINT 'YOU STRIK 
E THE NATCH AND LI6HT THE CANDLE.': LET 
FI21-I! LET 6(91-0! 60 TO 1000 
1160 IF (V-12 OR V-13) AND (S(8)<>50 OR 
S(9) < >50 OR F(21*l) THEN PRINT 'YOU CAN 
'T...YET': 60 TO 1000 
1165 IF IV*9 OR V*IO OR V-ll) AND RH-2 A 
ND Slll-0 THEN PRINT 'YOU MOVE THE RU6 
TO ONE SIDE ANDFIND A BEN UNDERNEATH !': 
LET Sll)>50i 60 TO 1000 
1170 IF V-8 AND Fill-0 AND SI71-50 THEN 
PRINT 'YOU PUT ON THE FUR COAT.'! LET F 
lll-li 60 TO 1000 

1175 IF V-7 AND RN-11 AND SI41-0 THEN P 
RINT 'YOU DISCOVER A 6 EH !'i LET SI41-50 
! 60 TO 1000 

1180 IF V-7 AND RH-11 AND 6(4)00 THEN 
PRINT 'YOU DISCOVER N0THIN6 HORE.'i 60 T 
0 1000 

1185 IF (V-5 OR V-61 AND NI-'NIN' AND RH 
•12 THEN PRINT ‘YOU SMASH THE N1ND0N AN 
D JUHP THR0U6H IT TO THE 6R0UND. ' : LET 
RH-B: 60 TO 80 

1190 IF (V-3 OR V-4) AND RH-16 THEN LET 
RH-12: 60 TO 120 

1199 PRINT 'SORRY, I DON'T UNDERSTAND YOU 
': 60 TO 1000 

1999 STOP 

2000 IF NI-'BEH' AND RN-15 THEN PRINT ' 



YOU TRY TO JUHP THE ACID BUT NHOOPS.Y 
DU FALL N.': 60 TO 2300 

2001 IF NI*"6EH' AND RH-4 AND F (11*0 THE 
N PRINT 'BEFORE YOU CAN REACH THE 6EH, 

YOUR NHOLE BODY FREEZES DUE TO THE IN 
TENSE COLD.': 60 TO 2300 

2002 IF N»*'6EM' AND RH-9 THEN PRINT 'T 
HE BAS STARTS BURN1N6 YOUR LUN6S AND 

YOU COLLAPSE ON THE FLOOR.': 60 TO 23 
00 

2004 LET V*0i FOR F«1 TO 12i IF NI-OKFI 
AND SIFl-RH THEN PRINT 'YOU PICK IT UP 
•i LET SIF1-50! LET V*1 

2005 NEIT F 

2010 IF V-0 THEN PRINT 'YOU CANT TAKE T 
HAT' 




SPECTRUM 




2015 60 TO 1000 

2100 IF HI*’ BEIT AND Sll)«50 AND SI21-50 
AND 8(31*50 AND S(4)*50 AND S(5)*50 AND 
SI6)*50 THEN PRINT 'YOU'VE DONE IT ! 
HIP, HIP HOORAY 

THREE CHEERS PR 

ESS A KEY TO PLAY AGAIN* : BEEP .75,0: BE 
EP .25,2: BEEP .5,4: BEEP .5,2: BEEP .5, 
5: BEEP .5,4: BEEP .25,2: BEEP .25,-1: B 
EEP .5,0: PAUSE 0: RUN 
2105 IF N<*'SEIT AND (S(I)<)50 OR SI2IO 



50 OR SI31O50 OR 8(4)050 OR SI51O50 0 
R 8(6)050) THEN PRINT 'LISTEN, SCHHUCK, 
YOU HAVN'T 6DT ALL SIX 6EHS !': 60 TO 
1000 

2110 IF N4*'FL0' AND RH*15 AND S(10)=50 
AND 5(6)050 THEN PRINT 'YOU HAKE A BRI 
D6E OVER THE ACID BATH AND TAKE THE SEN. 
': LET SI6)*50: 60 TO 1000 
2125 PRINT "NHY BOTHER ?': 60 TO 1000 
2200 IF RH=5 AND N»='ARC' AND S(7)=0 THE 
N PRINT 'YOU FIND A FUR COAT STRENN 
LYIN6 NEAR ONE OF THE ARCHES.': LET S( 



7)*5: 60 TO 1000 

2205 IF RH=7 AND N4='NIC' AND S(9)=0 THE 
N PRINT 'YOU FIND A SINGLE HATCH STUCK 
I NONE OF THE NICHES.': LET S(9>*7: 60 TO 
1000 

2210 PRINT 'YOU EXAHINE IT BUT FIND NOTH 
IN6.'i 60 TO 1000 

2300 PRINT PAPER 6; INK lj'YOU ARE DEAD 
.YOU HAVE FAILED IN YOUR BUEST.PRESS 
A KEY FOR ANOTHER ATTEHPT 

FOR F=! TO 2: BEEP 1,0: BEEP 1,2: 
BEEP .5,3: BEEP .5,2: BEEP 1,0: NEXT F: 
FOR F=1 TO 2: BEEP 1,3: BEEP 1,5: BEEP 
2,7: NEXT F: FOR F=1 TO 2: BEEP .75,7: B 
EEP .25,8: BEEP .5,7: BEEP .5,5: BEEP .5 
,3: BEEP .5,2: BEEP 1,0: NEXT F: FOR F>1 
TO 2: BEEP 1,0: BEEP 1,-5: BEEP 2,0: NE 
XT F: PAUSE 20: RUN 

2400 IF V»*'N' AND I*(RH,1)»'N' THEN LE 
T RH=RH-4: 60 TO RHtlO 

2401 IF V4*'S' AND X4(RH,3)*'S' THEN LE 
T RH=RH+4: 60 TO RH*10 

2402 IF V4*'E' AND X4(RH,2)*'E' THEN LE 
T RH=RN+1: 60 TO RH*10 



2403 IF V4='N' AND X»(RH,4)*'N' THEN LE 
T RH*RH-1: 60 TO RHUO 
2405 PRINT 'YOU CANT 60 THAT NAY': 60 TO 
1000 

2500 PRINT PAPER 3} 'YOU ARE CARRYING: *: 
LET V*0: FOR F*1 TO 12: IF S(F)*50 THEN 
PRINT INK 6jL4(F): LET V*1 
2505 NEXT F 

2510 IF V=0 THEN PRINT "N0THIN6 AT ALL' 
2515 60 TO 1000 

8000 LET 0*0: PRINT : PRINT PAPER 2j'Y0 
U CAN SEE:': FOR F*1 TO 14: IF S(F)=RH T 



HEN PRINT INK 6;L*(F): LET 0=1 
8005 NEXT F 

8010 IF 8*0 THEN PRINT 'NDTHINS' 

8015 LET 0*0: PRINT : PRINT PAPER 3;'Y0 
U CAN 60:': IF X4(RH,1)*'N' THEN PRINT 
INK 5|'N '): LET 0*1 

8020 IF X*(RH,2)*'E' THEN PRINT INK 5) 
■E '|: LET 0=1 

8025 IF X»IRH,3)«'8' THEN PRINT INK 5| 
■8 'j: LET 0*1 

8030 IF X»(RH,4)*'N' THEN PRINT INK S| 
•N': LET 0*1 

8035 IF 0*0 THEN PRINT INK 5|'N0-NHERE 

8036 PRINT 
8899 60 TO 1000 

9000 POKE 23658,6: FOR F=0 TO 7: READ A: 
POKE USR 'U'tF.A: NEXT F 
9005 DATA 255,255,195,195,195,195,255,25 
5 

9010 D1H 14(16,4) 

9015 FDR F*1 TO 16: READ X4(F): NEXT F 
9020 DATA ' S',' S',' S',' 8','NES', 
■NESN'.'NE N','N N','N','NES',' N\" 

,' E'.'NEN',' N'," 

9025 DIN 04(14,3) 

9030 FOR F*1 TO 14: READ 04(F): NEXT F 
9035 DATA 'BEH* , '6EH' , '6EH' , '6EH' , '6EH' , 
■6EH' ,'COA' , 'CAN' , 'HAT' , 'FLO' ,'RU6', *HA6 
■,'NAL','N1N' 

9040 DIH L4 ( 14, 12) 

9045 FOR F*1 TO 14: READ L4(F): NEXT F 
9050 DATA 'A LAR6E 8EH','A SHALL BEH', 'A 
ROUND 6EHYA SQUARE 6EH' , 'A SHINY BEH' 
,'A FANN BEH', 'A FUR COAT', 'A CANDLE', 'A 
HATCH', 'A FLOORBOARD', 'A RU6','A HA6AII 
NE'.'A NALL', 'A HINDOO* 

9055 DIH N4(25,3) 

9060 FOR F*1 TO 25: READ N41F): NEXT F 
9065 DATA 'eET'.'TAK'.'CLl'.'SCA'.'BRE', 
•SHA' , 'DIB' , 'NEA' , 'HOV , 'L1F* , 'PUS' , 'LIB 
','STR' , 'CRA' , 'DRO' , 'REA' ,'HEL' , 'CUT , 'S 
CO' , 'EXA* , 'SEA' , 'LOO' , "OUl ' , ' INV , "LIS' 
9070 DIH 8(14) 

9075 FOR F=1 TO 14: READ S(F): NEXT F 
9080 DATA 0,4,9,0,13,15,0,10,0,3,2,6,16, 
12 

9085 DIH F (10) 

9099 RETURN 






MPETmOIf 



1 




RESULTS 



ait a. 



In a bumber bundle of competition 
results we announce 93 prize 
winners as we publish the results to 
six fantastic Gamer competitions. 



bridgeshlre whose ] 
was selected from the 



d tor five ot the e> 
tual oategory winners! 
Comlserations to the rest 

you'll get another chance 
voting for the 1986 awards. 

Go for Gold! 



The flags of New 
Zealand, Turkey and Sri 
Lanka (formally Ceylon) 
didn't have you baffled for 
too long so we had to resort 
to the tiebreaker to select 

We asked you to Invent a 
silly Olympic event as a 
tiebreaker and you certain- 
ly let your ^Imaginations 

events such as feather 
throwing and cornflake 
stacking through tossing 
the ZX81 to climbing 
everest backwards to an in- 
credibly precise event oall- 



85351 



. Williams/Tipton, 
Nicky Church/Great Yar- 
mouth. R. Perry/Heath- 

Tooth /Willenhall, Dean 
Allen/Swansea, Harklnat 
Neyta/Leicester, Lisa Had- 
cock/ Manchester. Ian Har- 
rison/Llandudno, Miohael 
Edwards/Basingstoke, 
Trevor Gately /Dublin, Kirk 
Bage/Plymouth, Martin 
Wilson/Sheffield, Matthew 
Bull/Sutton Coldfield, An- 
drew Waterfleld/Quorn. 
Mark Delaney/Belfast, J. 
Gourley/Tyne and Wear, 
Andrew Pask/Oxon, Mike 
Derham/Cork, Richard 
Chlamesia/ Maids tom 



lagh, Lee 



Elite Competition 

Copies of our 1985 Game of 
the Year are on their way to 
SO lucky people who cur- 
rently solved our confusing 
join the dots competition 
and oorreotly found the 
following ships from the 
game. Per de Lance, Mam- 
ba, an escape pod and three 
pieces of cargo. 

The first 20 correct en- 
tries out of the hat and will 
receive a copy of the game 
for their machine are Paul 
Breen/Co. Wexford, 
Richard Brldson/Isle of 
Man, Kevin McCall/ 
Kilmarnock, J. Good- 
man/London, Darren 
Hickey/Essex, Andrew 
Ludgate/Devon, Andrew 
Maskery/Newark. James 
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Paz/Poole, J. Grant/RAP in 
Germany, Steve Mit- 
chell/Basingstoke, Nige ' 



Morton/Edinburgh, Paul 
Phillips/De'"’" «*■= v 
Rayner/Sui 



Clark/Mldlothien, 
Swlndells/Bedford 
Derham/Cork, 
Power/Watenuru, 
Jonathon Boreham/Essex, 
Robert Radford/ Aldershot. 

Tatung 

Competition 

Jawaz Illavla from Sutton 
In Surrey was the first per- 

mathematlcal puzzle In 



Confused? 13 year old 
rawaz wasn’t. In fact now 
le can print out all the for- 



0/12) *((13+17) 

1 + (30 + 40) + 80 = 160 

- 12) *((15 + 1?) 

>) *(30-401/80=160 - 




The following 26 con- 
testants correctly solved 
won a 3eio! corgi’s Dragon 
Warriors roleplaying rules. 

We hope they not only 
enjoy their prizes but also 
the fascinating hobby of 
role playing games. 

The winners are Mrs 
Rayner/Surrey, Iain 
Coward/Cumbria, Mr 
Wagland/Readlng, David 
Neale/Dorset, Ashley 
Adamson/Romsey, R, 
Whemwell/Glasgow, Peter 



Tsang/Herts.; David 
Butler/County Antrim, J. 
Grant/Raf Germany, 
Richard Smith/Hinckley, 
LlBa Hadcock/Manchester, 
Chris Elmett/Surrey, Alan 
Ashcroft/Cheshire, Mat- 
thew Barber/Cornwall, 
Nick Marshall/Newbury, 
Shaun Palmer/Port- 
smouth, Louis Polycar- 
pou/Middlesex, s. 
Lee/Huntingdon, Leif 
Fnidlay/Forfar. Steve Mlt- 

Pearce/Hlgh^yrombe, r! 
Keeley /Oxon, Richard 
Moulton, Devon, Alistair 



This competit 

simple. All we 

do was list as many w_. . 
•i you could using the le 




Park > 

camera. 

The following five run- 
trolled "speed rider’’ bike 
plus a oopy of the 
&all/Essex. Guy Beetem 
son/Sheffield, Fiona 
Chalmers/Morayshire, 

Kenneth B 1 t ill 
and Iain Ball from Coven- 



if CRL’s 
id 

Duncan /'Falkiri 
McGrall/Wakefie 
Condon/Kent, mcnard 
Pearson/Chelmsford, Alan 
Bauernfeind/Luton and r] 
Murphy from Horsham. 



Id 



Murphy from He 
Congratulatloi 
prizewinners an 



prizewinners and I hope 
you enjoy your prizes and 
continue to read and enjoy 





isrrizrr 



BEAT THE OPPOSITION WITH 
COMPUTER GAMER. 

FOR DETAILS PHONE STUART 
TAYLOR ON— 01-437-0626 



-WARNING NOTICE 



Advertisements placed in this magazine are to be in strict compliance with our standard conditions 
(copies of which conditions are available on request) and on the clear understanding that the advertiser 
warrants that his advertisement(s) does not infringe any copyright or condition of sale of any interested 
party in the advertised product. 

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any 
other claims brought against them as a result of legal action arising from the publication of the 
advertisement. 
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98 Computer Gamer : 






Interactive'bubblespeech odds to the 
drama of this true life detective movie 
Don’t miss this picture - it speaks for itself! 
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AMSTRAD 







Living on the edge of on 
eternal galaxy, bottling with 
opponents who seem to be 
reading your mind, you are 
about to captain your ship 
through one of the great 
edge-of-your seat adven- 
tures of the 35th Century. 



Sitting on a mother lode of 
rich mining deposits, a new 
quadrant called the Parvin 
Frontier, is a mecca for sett- 
lers; entrepreneurson both 
sides of the law; and some 
of the worst scum in the 
universe. 



These space carrions have 
been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding it hostage. 

No wonder the inhabitants 



of the Parvin Frontier will 
payalmostanythingtoany- 
one who can get through to 
them withofreight ship full 
of supplies from the outside 
world. 

But it's a tall order to fill, 
even for the experienced 




i mi3i 



WEAPONS 


- F I R I M6 


ORDERS 


LIST 




ID 


Shots 


Weapon 


Target 


Pri 


Status 


C 


3 


Hissi les 


at B 


3 


out-range 


F 


7 


Blasters 


at E 


3 


in-range 


A 


2 


Cannons 


at ft 


4 


broken 


E 


5 


Thermos 


at C 


6 


no power 


6 


9 


Blasters 


at 6 


8 


in-range 


B 


3 


Cannons 


at D 


9 


broken 



TRADING 

COMPANY 



captain of the Psi-5 Trading 
Company; because, need- 
less to say, these maraud- 
ers are not going to take 
too kindly to any last ditch 
efforts to spoil their little 
intergallactic carnage. 

So, if you're ripe for a stiff 
challenge and feel comfort- 
able in the role of Space 
Freighter Captain, your ship 
just came in. 

Choose your crew care- 

& 



fully. For 10 years Al Zott 




of talent to choose from; 
but will your pick hold up in 



the heat of the battle? 

As captain of the Space 

first -the defence shields 
oryour weapons? 



• Keyboard or 
Joystick Controlled 

• Choice of 
Specialist Crew 

• Inter-ship video link 

• External view port 

• On board Computer 

• Navigational 
Cockpit 

• Superb weaponry 




Accolade 






